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mething immortal is lurking in the mountains above 
ansyivania. The Prince of Darkness has formed a monolith | 
f unspeakable horror in the second ghastly adventure, 
astlevania !I—Belmont’s Revenge” Four towering castles ridden 
ns with hideous creatures that would even make 
the mightiest of warriors cower in fear. 
Nevertheless, Christopher Belmont must 
set out to face mobile brain matter, undead 
assassins, and the Iron Doll in the Stone 
Castle. Ghastly forces like Kumlo & Nimbler 
and flesh perina jellyfish slither through the 
~» Cloud Castle. The Plant Castle is the horrific 
home of Angle Mummy, carnivorous Wolf Spiders and other 
slimy swamp mutants. And an unspeakable array of acid 
spewing snake heads and moat monsters lurk in the Crystal 
Castle. It’s crucial that you find power up items to 
, attain battle axes and holy water, your only hope 
| against this underworld army. 
So grab your 
Mystic we and say 
your good-byes. 
Darkness will soon 
be upon you. 
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OFFICIAL 


Dr. Wily’s most challenging robot masters will be there 
when you pump up the GameBoy. And knowing the 
maniac he is, he’s probably concocted a new one or two. 
Can you survive the eight empires before you break 
into Dr. Wily’s lab? Well, if 

you ve experienced MegaMan 

before, you know it’s no day 


— = —— — aoe —, 


When the stompin’ cyclops The swooping copterheads If the giant fan 1s blowing, 


springs into action, just might be your greatest only a ledge jump will at the beach. But good reason 
you better step on tt. challenge yet. save you from the sptkes. to get going on MegaMan in 


Dr. Wily’s Revenge. Now. 


©1991 CAPCOM U.S.A., INC. Game Boy and the official seals are Licensed by 


trademarks of Nintendo of Amenca, Inc. For more information, Nintendo 
call (408) 727-0400. 
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The Teenage Mutant Ninja Turtles 
Have Mutated Again. 


nly this time it's no accident. As Ultra’ transforms 
your favorite arcade game into a hard hitting new 
adventure for the Nintendo Entertainment System? 


perry 


se veeeeeseee 


With eight original arcade levels, plus two never before seen 
shell squashing stages and a ton of new enemies, Teenage 


Strong new enemies Mutant Ninja Turtles” Il—The Arcade Game™ is unlike any 
like Tora the Polar Beast ; Radi 
ailineastwaursial sewer war the turtles have ever fought in. ig oe ees 
Fortunately two can play at this game, double teaming arcade-style graphics. 


Shredder's 700 Foot Soldiers who will fight you every step of the way — 
from the Central Park Snow Route to the stone cold Rock 'N Roll Quarry. 


Of course to crush invincible enemies like Tora and Shogun, you must Fi] 
master radical new attack moves which Splinter has programmed Ey 
into the game. a 


So grab the adventure that's hotter than a radioactive meltdown. 
But be warned. You might turn green, grow a shell and suddenly 
start craving jumbo pizzas with extra pepperonis. 


In the never before 

seen Ninja Castle, 

you'd be wise to g 
choose a partner ; - 
before you pick 

a fight. GAMES 


Ultra® and ULTRAGAMES® are registered trademarks of Ultra Software Corporation. Teenage Mutant 

Ninja Turtles® Shredder,™ Splinter™ and Foot Soldier™ are registered trademarks of Mirage Studios, USA 
Based on characters and comic books created by Kevin Eastman and Peter Laird. ©1990 Mirage Studios, USA. All Rights Reserved. Used with 
permission. Exclusively licensed by Surge Licensing, Inc. Personal Pan Pizza and Pizza Hut are registered trademarks of Pizza Hut, Inc. Nintendo® 
and Nintendo Entertainment System® are registered trademarks of Nintendo of America Inc. ©1990 Ultra Software Corporation. All Rights Reserved 
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Cover: Two-thirds of the Star Wars 

trilogy is coming to the NES, bringing 

the adventures of Luke Skywalker to 

millions of gamers everywhere. Mike 

Davila takes a sneak peek at these two 

carts on page 62, and Rusel DeMaria 

and Zach Meston rate Star Wars in our - - 
review section (page 34). fe 

© 1991 Lucasfilm Ltd. All Rights | 

Reserved. Used under authorization. /; p hip : ’ SJ 
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VG&CE’S GAME LINE ONLINE WITH SIERRA 
Call (900) 45-GAMES for tips, Easter eggs, by Arnie Katz and Bill Kunkel 


ames and all the late-breaking video- , 
8 : g Longtime software developer has delved 
game industry news and events. ; ; ¢ 
into a new area: online gaming. Learn 


5 4 about this new play-by-modem service. 
GAIARES 24 
STRATEGY GUIDE, PART ! 
by Donn Nauert SUMMER CES: COMPUTER 
Gulfer is going to take over Earth unless GAMING PUSHES QUALITY 
you hop in your ship and blast off. Can by Arnie Katz, Bill Kunkel VIDEO-GAME REVIEWS 
you handle the assignment? We’re here to and Joyce Worley Star Wars, Bonk’s Revenge, Super Spy 
help if you need tt. The Summer CES is the traditional place Hunter, NHL Hockey, Marvel Land, Trog, 
for the introduction of new software. TV Sports: Hockey, Ms. Pac-Man and Ryne 
Our experts give you a glimpse of what Sandberg Plays Bases Loaded 3. 


you'll be seeing this winter. 
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COMPUTER-GAME REVIEWS 
The Gold of the Aztecs, Chuck Yeager’s Air 
Combat, Das Boot: German U-Boat 
Simulator, Eye of the Beholder, Ultima 
Worlds of Adventure 2: Martian Dreams, 
and Strip Poker Three. 
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THE EMPIRE STRIKES BACK 


PREVIEW 
by Mike Davila EDITOR’S LETTER 6 
The second installment in the Star Wars READER MAIL 10 


trilogy will be coming to the NES soon. 
Mike tells you what you can expect to see. 


TIP SHEET 12 
NEWS BITS 18 


66 EASTER EGG HUNT 26 
THE SUPER NES DESTINATION ARCADIA 80 
INTRODUCTION ADVERTISER INDEX 96 106 
by Donn Nauvuert 
The SNES is finally hitting the streets INSIDE GAMING 110 COMPUTER-GAME STRATEGIES 
after much anticipation and controversy. GAMING ON THE GO 112 by Ed Dille and Roger White, Jr. 


What are the first titles that you will see 
on store shelves? Donn’s got lots of 
information to answer that question. 


Settle down and listen while our disk 
jockeys help you become a Red Baron and 
get yourself back to Command HQ. 


GAME DOCTOR 114 
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ftimes, 
when a 
computer is shown in sci- 
ence fiction, it is treated like a per- 
son, with the ability to speak and 
understand spoken commands. For : 
instance, there was the sedate yet : 
mischievous HAL in 2001, and, of : 
course, the computer from the Star : 
Trek TV shows and movies. One of : 
my favorite scenes is from Star Trek ° 
3 where the crew is warped back to * 
(our) modern times. Scot- . 
ty, without a thought of 
the time period’s “restric- 
tive” computers picks up 
the mouse and talks into it, 
as if it were a microphone. 

However, | recently had 
the opportunity to play 
with a product that is bringing that 
future of computers to the market 
today. A company called Articulate * 
Systems has created a device for the * 


@eeeoeoeeeoe eee 


Macintosh called the Voice Naviga- : 
tor, which allows you to enter 
commands by speaking into a 
microphone. Believe me, it’s really 
quite a kick to “tell” your computer 
what to do—and have it respond! 
Like any naive child growing up, 
Voice Navigator needs to be taught : 
what to do. A supplementary pro- : 
gram handles the “teaching” part, : 
where you speak a word or phrase 
that will be tied to a particular com- < 
mand. That allows you to customize ° 
the command set; you could instruct ; 
the program to save a file with as : 
simple a word as “save” or a custom : 
phrase like “keep this one.” Voice : 
Navigator also has a level of voice 
recognition, which makes it hard for : 


others to use your 
computer. 

Of course, all this technology 
comes at a cost. First of all, each 
chunk of speech you input in the 
teaching mode is saved for refer- 
ence. It could quickly fill up a hard 
drive in time—larger hard drives are 
a requirement for today’s computer 
user. And the program itself isn't tiny 
either. 

The first thing that people think 
about when the subject of 
talking to a computer 
comes up Is true speech 
recognition. Unfortunately, 
you can't talk to Voice Nav- 
igator and have it turn the 
chatter into a text file. | 
suppose we’re still a little 
ways away from that type of voice 
recognition on a consumer level. 

| could only imagine what a game 
like Tetris or Sonic would be like 
with voice commands—" left, LEFT, 
LEFT!!" Certainly, the use of a joy- 
stick or control pad would be far 
more precise than yelling out com- 
mands for a shooter, but the only 
thing holding back an adventure 
lover would be the programming of 
the commands. Many companies 
are looking at this type of interface 


> for their future products. 


Even wilder is the promise of vir- 
tual reality in the home, where the 
player wears a visor that changes 
the graphics to represent where the 
player is looking. That’s something 
to ponder, but I've run out of room. 

“Computer, keep this one.” 


—Andy Eddy, Executive Editor 
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MICRO MACHINES | 


THE OFFICIAL VIDEO GAME 

“The best and most innovative racing game on the N.E.S. ever! 
Excellent two player interaction.” 

Thor Aackerlund - Nintendo World Champion 


 MicroNachines 2 
el OA ae 


Camerica Games” 


EASY TO PICK UP. HARD TO PUT DOWN. 


FOR THE GAME DECK 
FROM NINTENDO OF 
AMERICA, INC. 


A 


This is a product of 
Camerica Limited, Inc. 
and is not designed, 
manufactured, 
distributed or endorsed 
by Nintendo of 
America, Inc. 


Micro Machines is a Trade Mark of Lewis Galoob Toys, 
Inc. used under license by Camerica Corp. 
Camerica Games is a Trade Mark of Camerica Corp. 
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Two of Irem’s most popular 
arcade hits are now avail- 
able for Game Boy.” With 


lrem America Corporation 
the same eye-popping - 8335 154th Avenue N.E. 
visual punch and exciting Redmond, WA 98052 
action you've come FAX: (206) 883-8038 


to expect from Irem. 


©1990 irem America Corp. ™ and @ are trademarks of Irem. Nintendo. Nintendo 
Entertainment System (NES) and Game Boy are trademarks of Nintendo of America Inc. 
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IREM AMERICA CORP® 


Official 


Seal of Quality 


SUPER- 
HARGED 
omer! 


SREDIBLY 
D IT’S SCARY! 
four hands on the 
St thing in the 
Verse. to 3-D action. 
eball-grabbing 
guraphics, brilliant colors, 
phenoreags sound. 


realistic 


kill is all that 


lrem America Corporation 
8335 154th Avenue N.E. 
Redmond, WA 98052 


IREM AMERICA CORP 


. Nintendo is a registered trademark of Nintendo of America Inc. 
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NEEDS A DEFINITION 

Dear VG&CE: 

In a couple of years, a new gener- 
ation of HDTV (high-definition televi- 
sion) will emerge. How will it affect 
all video-game machines? 

—Ernesto Felix 
Las Banos, California 


Good question, Ernesto. Unfortu- 
nately, it’s one that doesn’t have an 
easy answer. The HDTV standards 
haven't, as far as we know, been 
decided on in the U.S., so it will be 
hard to tell how this will impact cur- 
rent video-game console output. A 
likely guess, though, is that an 
HDTV set will be switchable 
between HDTV and present NTSC 
standards—it won't be an overnight 
conversion, and all current TVs 
can't possibly become obsolete 
overnight. This conversion, for 
consumers as well as all the 
different video providers, will 
take some time. 


REVIEW ACCOLADES? 

Dear VG&CE: 

| would like to correct some mis- 
leading information pertaining to 
the reviews of Accolade’s (Ballistic) 
two newest games for the Sega 
Genesis, HardBall! and Star Control, 
that appeared in the August issue 

The reviews and the ratings given 
to both of these games imply that 
they were based on completed 
product. In fact, neither Neil 
Shapiro, who “reviewed” Star Con- 
trol nor Josh Mandel, who 
“reviewed” HardBall!, were looking 
at final versions of these games at 
the time they wrote their assess- 
ments. The cartridges we provided 
to VG&CE were still at “beta” stage 
and were meant for preview only. 


10 


In an effort to help you get new 
game information to your readers as 
soon as possible, it is common for 
game manufacturers like Accolade 
to provide your magazine with early 
preview copies of cartridges. We 
know your readers want the scoop 
on new games that are coming out 
sometimes four, even six months 
down the road. We’re more than 
happy to work with you to make this 
possible, but sometimes the ver- 
sions of the games we send you are 
still missing major features and final 
touches. For this reason, it seems 
misleading to “review” a product 

that is not complete, and even 


“ P\ More misleading to your readers 


to grade a product on your 1-to- 
10-rating scale before it has 
~ reached its finished state. 

For example, Star Control 
was rated a 5 on sound and music. | 
would like to inform your readers 
that the sound effects and music 
were the very last major feature to 
go into the game and were not in 
the version that Neil Shapiro was 
using. Star Control is a 12-megabit 
game, of which more than five are 
specifically dedicated to music and 
sound. We’re very confident that the 
game takes full advantage of the 
Genesis’ wonderful sound potential. 
The feedback we’re receiving from 
gamers who have already pur- 
chased it have confirmed this. 

Further, while there was nothing 
factually incorrect in the HardBall! 
review, there were features and final 
details put into the game after Josh 
Mandel reviewed it that perhaps 
would have given him a better over- 
all impression. As you know, any 
product in development, including a 


video game, is constantly going 
through changes and upgrades. 
While looking at a product still 
under development can give us a 
good first impression, it seems only 
appropriate to look at it in its entire- 
ty before a final judgement is 
passed. 

VIDEO GAMES & COmpPUTER ENTER- 
TAINMENT is a fine magazine that cov- 
ers the gaming industry to its fullest 
detail. | think you could service your 
readers even better by separating 
your reviews of final games from 
your previews of games that are 
incomplete. If this isn’t possible, it 
seems Only fair to your readers that 
you inform them up front when 
you're reviewing or rating a game 
that is still in development. 

—Charlotte Taylor Skeel 

Corporate Communications Manager 
Accolade, Inc. 

San Jose, California 


Andy Eddy replies: We apologize 
for what was obviously a miscom- 
munication between VG&CE and 
Accolade. Certainly, from the reports 
we have been receiving, the con- 
sumers are enjoying both Hardball! 
and Star Control. We understood 
that the games we were provided 
were in final form. 

VG&CE generally doesn’t offer 
previews of upcoming games 
because things change so much, 
often until final release. We're work- 
ing on something to change our 
ability to better cover last-minute 
products and changes. 

Thanks, Charlotte, for bringing 
this to our attention. & 


Letters to be considered for publication 
should be addressed to Reader Mail, VG&CE, 
9171 Wilshire Bivd., Suite 300, Beverly Hills, 


CA 90210. Letters may be edited for style, 
clarity and space considerations. We regret 
that we cannot respond to all mail received. 
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THE COIN-OP GAME 

OF THE YEAR IS NOW THE 

MOST ACTION-PACKED 
NES GAME OF ALL TIME! 


Congratulations! You’re the next lucky contestant on 
the game show with the ultimate in prizes... YOUR LIFE! 
Sorry, no mindless blondes spinning wheels here. Just 
deadly action, flying shrapnel, and total carnage—all in | 
front of a live studio audience! Instead of picking vowels, = “EAT My SHRAPNEL!” IN 
you pick 6 futuristic weapons like triple photon lasers and —_stupio parTieGROUNDS! 
lethal plasma grenades. And the 2 controller action gives 
you 360° arcade firepower. 

Sure, you can win toasters and microwaves...after you 


defeat hordes of cyborg mutants, power orbs and the 30-ton 
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ENEMIES THAN ANY 
OTHER NES GAME’ mm 
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| recently completed the game Sword of 
Vermillion. But | can’t figure out the use 
of the Joke Book, small bomb and the 
vase. Also, where do you find the Kalm 
vase? And what is so mysterious about 
the Mysterious Tree? 


—David Lopez 
Miami, Florida 


The Joke Book, small bombs and the 
vase are items that you can buy from the 
merchant. It’s not important what you 
buy, just as long as you buy something. 
However, the vase can be sold later for a 
lot of money. The same merchant will 
give you the Sword of Vermillion later on 
in the game. The Kalm vase has no use 
and is, therefore, not worth looking for. 
The references to the Mysterious Tree are 
_ | misleading clues designed to send you 
_ _ on a wild goose chase. 


| can’t seem to get past the fifth level Raa 


on Bad Dudes. Can you please give [iRiRRRIEr 
om oa om 
me some hints? i 


ae 
Mg ah oe 


—Mike Costill 
Hilliard, Ohio [i 


Level 5 is much like Level 2 except this 
time you’re moving to the left at a 
faster pace. One of the keys in pass- 
ing this level is to move closer to your 
enemies as they appear on the 
screen. This will prevent the ninja that 
throws the shurikens from being able to throw all three across the train cars. Once you 
reach the enemies, press D to duck and then attack. You have a longer reach when you 
do the foot sweep. Of course, it helps if you can get a weapon, especially the nun- 
chaku. You can also press B,A,D,U,D,U on Controller 2, then START on Controller 1 
during the title screen. This will give you 64 men to start the game with. 


POOLS OF DA 


The Final Chapter i in 
the greatest AD&D 

role-playing — 
series ever! * 


ae there was Poot or Rabiance. Next 
Came CURSE OF THE AZURE Bonps. Then 
followed SECRET OF THE SILVER BLADES. 

Together these incredible games have 
sold more than 600,000 copies so far! 

Now, the epic comes full circle — 
Poo.s OF DARKNESS takes you a 
back to the Moonsea area to 
fight the final battle against 
the ultimate enemy. 

Prepare yourself for the 
biggest adventure yet! PooLs OF 
DARKNESS propels you into alternate 
dimensions on an enormous quest. 
And it boasts a fully evolved ver- 
sion of the award-winning game 
system used throughout this series. 

Transfer your characters from 
SECRET OF THE SILVER BLADEs intact, 
or create new ones! Either way, 
you're in for some high-level 
action! Battle monsters never 
before encountered. 

Cast powerful new spells. 
Achieve character levels 
well above the 25tTH level! _ 

As if this weren’t enough, ENS at 
state-of-the-art graphics and , 
crisp digitized sound make this 
a true masterpiece of the 
fantasy role-playing art! 


TO ORDER: 


Visit your retailer or call 1-800-245-4525 
with VISA/MC orders (USA & Canada only). 


BY MAIL- send check or money order for $49.95 plus 
$3.50 shipping and handling to: Electronic Arts, 

P.O. Box 7530, San Mateo, CA 94403 (CA residents 
add applicable sales tax). 


For SSI's complete product catalog, send $1.00 to: 
Strategic Simulations, Inc., 675 Almanor Avenue, 
Suite 201, Sunnyvale, CA 94086. 


. Aw. bver 2Mb of product!) 


SEPIA AVAILABLE 


ADVANCED DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS and the TSR 
logo are trademarks owned by and used under license from TSR, Inc. ©1991 
TSR, Inc. ©1991 Stategic Simulations, Inc. All rights reserved. MADE IN U.S.A. 
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PORTABLE 
ViGEO GAME 
SYSTEM 


Simulated television picture. 
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Rae Game Gearcomes with the popular Sega hit, COLUMNS” 


tun, climb ond leap through the CASTLE OF ILLUSION 
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ald Ta’ bese the new color. porteDh, 
“and pad 


3 idured left. hd a’ {ust the beginning With Game 
Gear you can play arcade favorites like G-LOC™, SUPER 
‘MONACO GPp™ and SHINOBI™ anywhere you want. Or 


STARRING MICKEY MOUSE. And lots more games are 
~~ on the way. They all look great because Game Gear has 


32 on-screen colors out of o palette of 4096. The back- 


Game Geo yr he whol world into your personal. 


vide game stem ~ Seon meaty to slay > 


ked with possibilities. For one, hing, every « 


lit screen means you can play in any kind of light. Even 


total darkness. And don’t forget Game Gear's many 


SUPER MONACO GP 


ms 


optional features. Plug in the TV Tuner** and your W-6-6:0:0-076 ee 


Game Gear becomes a hand held color television. Plug 
in headphones and you've got multi-channel stereo 
sound. Game Gear also has the added convenience of 
multiple power sources. It operates on batteries, an AC 
adapter or a car adapter. So wherever you go, you've 

got power to spare. Remember, there're lots of ways | 


togo. But with Game Gear you go in style. 


COLOR PORTABLE GAME SYSTEM 
’ 
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*Screens shown are actual Game Gear games photographed on a video monitor for reproduction purposes. 


«Available in September. SEGA, Game Gear, and all game titles are trademarks of SEGA of America, Inc. except Castle of Illusion 


starring Mickey Mouse ©The Walt Disney Company. All rights reserved. ©1991 SEGA of America, Inc. 
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ComPILED BY 
JOYCE WORLEY 


EA introduces New 
Brand Name 


Electronic Arts is mar- 
keting sports games under 
a new moniker. The com- 
pany announced a new 
sub-brand, called Elec- 
tronic Arts Sports Network 
(EASN), and has plans for a 
complete line of sports 
titles for video-game and 
computer play to be intro- 
duced in 1991 and 1992. 

This autumn’s releases 
under the new brand are 
John Madden’s Football, 
PGA TOUR Golf and Lakers 
vs. Celtics and the NBA 
Playoffs, for the Super 
NES. Earl Weaver Baseball 
will be for play on the Sega 
Genesis, and Jordan vs. 
Bird: One on One will have 
new life on the Game Boy. 

The EASN titles aim at 
TV quality sound and the 
maximum graphic effects 
for each hardware system. 
They also have an “expert 
system” artificial intelli- 


gence and as much statisti- 
cal and visual accuracy as 
possible. 

Other sports games cur- 
bite in development in- 


mi of Nintendo v. 
4 Galoob 


clude hockey, football, auto 
racing and golf. According to 
EA’s Senior Vice-President, 
Bing Gordon, “We are dra- 
matically increasing the 
details in animation, statisti- 
cal modeling, expert advice 
and sound effects, while 
adding new features like 
multiple-camera angles.” He 
went on to speak of future 
plans for the EASN line: 
“We're looking forward to 
the day when CD storage 
devices are popular, to add 
other dimensions like live 
video announcers and the 
use of actual game footage 
y of real players.” 


Toy Maker Wins, 
Game Genie Heads to 
U.S. 

The long-pending trial 
Lewis 
Toys _ finally 
reached its end, and NES 


ccm gamers are the big win- 
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Ral ners. The judge ruled that 


“there was no infringement of | 
copyrights and removed the > 
restrictions imposed earlier 


that prohibited Lewis Galoob 
from marketing the Game 
Genie in the United States. 

Nintendo had claimed 
that the Game _ Genie 
device, which allows the 
gamer to reconfigure Nin- 
tendo game play (by grant- 
ing additional lives, 
Strength, slow- or fast- 
motion and other user- 
selectible features) infrin- 
ged on their business by 
making the games 
challenging. U.S. District 
Court Judge Fern Smith 
disagreed, saying she 
believed “no harm would 
be done to Nintendo’s 
future business by the 
Game Genie.” Trial counsel 
Glick explained her decision 
saying that “the doctrine of 
fair use will allow con- 
sumers to use the Game 
Genie for their own person- 
al enjoyment.” 

Lewis Galoob Toys plans 
further litigation to pursue 
recovery from Nintendo of 
lost profits that the compa- 


ny incurred because of the 


injunction that kept it from 


selling the product in this 


country. 
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less 


The electronic- -gaming 
: industry was shocked to 


: his wife and family. | 
Tod founded ICOM Sim 
lations in 1986. The compa 
ny’s first product, created by 
a team headed by Tod, was — 
the ground-breaking Dé 
Vu, which pioneered point 
and-click technology in 
adventure games. Always a 
visionary, Tod spearheaded _ 
the company’s efforts on the 
first full-motion CD game 
_ SherlockHolmes. a 
Tod had been inactive for 
the past year at ICOM due > 
to illness. The new presi- 
dent, Dennis Defensor, | 
spoke to VG&CE. about. is 
longtime friend: “Tod's 
vision started | ICOM. ‘He 


aiming for besdetnrodan : 
products. His legacy to the 


rent state of the art.” oS : 
The entire | staff of. 


to ) the family, frien and 


GENESIS 


_ 26-B8tF CARTRERGE 


ATTACK FIRST. 


ASK QUESTIONS 
LATER. 


aa On 


O ako Join in a desperate 
av ITS. or attempt to rescue what 


vail's = 


remains of the once proud 


me civilization of Darius. 
Fight to keep the demonic 


harbingers of doom from 
g control of the earth —_— 
eternity. z-e) 211700 
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i dl Yad Yeo 4a 
MU Us bE 


; 
ap OOO Re FEE 


: 
he. 


@ 
™ Licensed by Sega of America, Inc. for play on the Sega’ Genesis” System. Sega’ and Genesis” are trademarks of Sega of 
A America, Inc. Taito; The Only Game in Town" Sagaia' Rastan Saga II" and Space Invaders 91 “ are trademarks of Taito 
America Corporation. Taito ©1991. All rights reserved. 
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associates of a great gamer, 
who'll be sincerely missed. 


ASC Releases 
Treasure Master 
This autumn American 
Softworks Corporation will 
release Treasure Master, an 
action-packed NES video 


game that will allow 
gamers to compete for up 
to $250,000 in fantasy 
prizes. 

The game contains five 
worlds that are accessible 
to players. On March 14, 
1992, ASC will announce a 
secret password on MTV 
and Nickelodeon that will 
unlock the sixth “Treasure 
World.” Gamers will then 
have 12 hours to complete 
the final world, after which 
a winner code will appear 
on the last screen. Winners 
then call a hotline to claim 
their prize. 

American Softworks Corp. 
228 East 45th St. 
New York, NY 10017 
(212) 972-6262 


Magnavox 
Unveils CD-1 
Philips Consumer 

Electronics made a dra- 
matic reentry into the 
home electronic-media 
industry with its intro- 
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duction of the Magnavox 
Compact Disc Interactive 
(CD-I). This console, dubbed 
the Magnavox CD1910, 
attaches to a television and 
stereo system 
to deliver 
audio, video, 
text, graphics, 
animation 


and interac- 
tive capabili- | 
ties. It looks 


and operates 
similarly to an audio CD 
player, and programs are en- 
coded on CD-I discs that look 
like standard 5" audio CD 
discs. 

The equipment uses dig- 
ital video and audio pro- 
cessing menu-driven oper- 
ation (using mouse, keypad 
or remote control input). 
Color capabilities are said 
to be over 16-million hues. 


It can produce full motion 


full screen animation and 
has one megabyte of RAM. 

To support the entertain- 
ment console, American 
Interactive Media promises 
over 50 CD-I titles this year, 
with prices ranging from $20 
to $60, in four categories: 
children, music, special 
interest and games. The 
games mentioned were ABC 
Sports Golf: Palm Springs 
Open (simulated play on the 
actual courses) and Caesar’s 
World of Gambling (pick the 
game and place your bets). 


| are: . = 


Among the other 


the year are Treasures of the 
Smithsonian (tour the muse- 
ums, study and interact with 
the exhibits), 
Time-Life 
Photography 
(study the 
ten-volume 
set of books, 


attend lec- 
tures and 
workshops, 


then practice taking pictures 
On-screen) and Sandy’s 
Circus Adventure (create a 
twist-a-plot with the 30 story 
lines, original music and full- 
color animation). 

The 
should be on electronic 
retailers’ shelves before 
Christmas, for approxi- 
mately $1,400. 


Electronic Arts 
Acquires Distinctive 
Software 


Electronic Arts announc- 


ed an agreement to acquire 


Distinctive Software, Inc., of 
Vancouver. The stock-cash 


transaction will leave the 77- 


person development com- 
pany operating as an owned 
subsidiary. Tarrnie Williams 
will continue as president 
and CEO, and Don Mattrick, 
founder and chairman, will 
become vice-president of 
strategic planning for 
Electronic Arts. 

DSI has created over 40 


games, including Test Drive, 


titles | 
promised before the end of | 
_ lenge, a: ‘Mutant Ni 
Turtles and The Simpsons 
(all 


(EA) 
erbund). — 


new equipment 


inja 


Mario 


for Konami), 


and Stunts (Brod: 
Sighs eek chairman 
oF Electronic Arts, had this 
to say about the acquisi- 
tion: “As our marketplace. 
moves to 16-bit games and 
eventually on to CD- -based 
optical media formats, the _ 
winning companies will be | 
those with the best and the | 
most product development _ 


Capacity. | am convinced _ 
that DSI is the best inde- 
pendent-development com- | 
pany in the world, and _ 
we're looking forward to _— 


combining the two very 
creative and successful 
organizations of DSI and 
Electronic Arts.” i 


Beverly Hills Hosts 
Multimedia Expo _ 

The Beverly Hills Hilton 
was the site of the Home 
Media Expo, a conference 
that covered what it termed : 

“the start of a new home- 
entertainment industry.” 
Over 1500 attendees went 


to seminars, demonstra- __ 


tions and workshops, saw 


presentations of new tech- 


nologies and discussed | 


their applications to home- 


electronic entertainments. 

The subjects most dis- 
cussed were interactive 
CD—call interactive, CDTV 
and the ways super-tech- 
nologies will deliver enter- 
tainment, education, news 
and utilities to the home 
user. The professionals in 
the audience witnessed spe- 
cial presentations from 
] Apple, Philips/PolyGram, 
Voyager, Electronic Arts, 
Commodore, AT&T/ — 
American Express, ABC 
News Interactive, NEC, 
Sega, Warner New. 
Media and others. | 

The Home Media 
Expo will return to 
Beverly Hills, California, 
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battery back-up saves play 
positions. 

w Hours of exciting one 
player action in over 
170 levels. 

m Two players can compete 
orcooperateforupto 
80 unique levels with the 
Game Link. 
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“Ultima of Virtue 


An FCI original from the creators of Ultima 


neemunsyar tee 


“Finally there’s an 
adventure for Game 
Boy to rival the scope 
and excitement 
of such NES” hits as 
The Legend of Zelda’”’ 
(Nintendo Power, 
Vol. 23, April 1991) 


The exciting world of Ultima games comes to Game Boy for 1 or 2 players. Now get the 
adventure of Ultima in an all new portable game! The villainous Black Knight has stolen the 
eight runes of virtue! It’s your quest to get them back. Guide your character on a heroic quest 
through the lands and dungeons of Britannia. Who will you choose to be: Mariah the Mage, 
lolo the Bard, Dupre the Fighter or Shamino the Ranger? Explore the dungeons, discover 
magic weapons and potions, and battle an overwhelming variety of monsters: bats, rats, 
jaggers, gremlins and wizards. 

Ultima Runes of Virtue is a completely new game designed exclusively for Game Boy by 
the original Ultima designers. You'll enjoy the same hours of challenge and adventure that 
you’ve come to expect from an Ultima game. 


A Ard Britis Game 


Bi Onie 


Ultima copyrights 1980, 1982, 1983, 1985. 1988 & 1990 Origin Systems, Inc. Ultima and 
Lord British are trademarks of Richard Garriott. Runes of Virtue, Avater, lola, Shamino, 
® Dupre and Britannia are trademarks of Origin Systems, Inc. Nintendo, Game Boy, NES, The 


Legend of Zelda and the Official Seals are trademarks of Nintendo of America Inc. ©1989 
s 
Not Just Kid Stuff 


Nintendo of America Inc. FCI is a trademark of Fujisankei Communications International, Inc. 
150 East 52 Street, NY, NY 10022. Consumer Information (708) 968-0425. 
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for a conference beginning 
March 31, 1992. For more 
information, contact 
American Expositions, Inc. 
at (212) 226- 4141. 


SPA Wins Largest Ever 
_ Piracy Settlement 

Piracy really doesn’t 
pay! The Software Pub- 
lishers Association and 
Parametrix, Inc. (Seattle) 
announced settlement of a 
piracy lawsuit for $350,000 
plus attorney’s fees. The 
SPA Copyright Protection 
Fund brought suit after 
receiving a tip on the SPA 
antipiracy hotline that 
unauthorized copies of soft- 
ware were in use. A Sur- 
prise raid was conducted 
by the SPA and U.S. mar- 
shals on February 26, 1991. 

SPA Executive Director 
Ken Wasch explained that 
the company had “simply 
lost sight. of its personal- 
computer management.” 
Parametrix has quit using 
any copied software and 
instituted procedures to 
ensure no future unautho- 
rized use of software will 
occur. 

Wasch cautioned busi- 
nesses about their respon- 
sibilities. “As companies 
grow, they need to educate 
their employees and con- 
duct periodic audits of their 
PCs.” He went on to say 
that the SPA will continue 
to “aggressively pursue” 
any and all infringement of 
copyrighted software. 


Paris Comes to 
Sausalito 

It's the very, very far Left 
Bank, since UBI Soft opened 
its United States office in 
Sausalito, California. 
The Parisian compa- 
ny’s American 
branch on the West 
Coast will handle all 
details of UBI Soft’s 
American business, 
including marketing, 
advertising and pub- 
lic relations. 
Christine Quemard, 
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general manager, explained, 
“We chose this area because 
of the resources available 
here and its proximity to 
many of our fellow publish- 
ers, aS well as to our distrib- 
utor, Electronic Arts. In 
California, we're in the U.S., 
midway between Europe 
and Japan, and have access 
to three major markets.” 

UBI Soft games now in 
the U.S. include BAT, Pro 
Tennis Tour, Pick’n Pile, 
Unreal, Night Hunter, Iron 
Lord and Puffy’s Saga. Battle 
Isle and Star Wars for the 
Game Boy will be available 
later this year. 


More Baseball Heads for 
16-Bit Machines 
Several companies will 
introduce 16-bit variants of 
America’s favorite sport 
this autumn for play on the 
new video-game systems. 
Jaleco’s Bases Loaded 
games will acquire new 


Fn reser THROES AP Ag apd H AMG THEME 
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depth when Super Bases 
Loaded is introduced in 
October for play on the 
Super NES. Like Ryne 
Sandberg Plays: Bases 
Loaded 3 (for play on NES), 


it rates the gamer in 13 
skills (such as stolen bases, 
strikeouts, pick-off plays). It | 
introduces five skill levels 


and an edit feature to cus- 


tomize team stats. Also, it |. 


features the center field 
perspective and a radar dis- 
play that shows the run- 
ner’s and fielder’s positions 
in relation to the ball. 
Super Bases Loaded adds 
sound effects and voice 
reproduction. 

Earl Weaver Baseball 
(Electronic Arts) is set to 
conquer yet another game 
system when it hits the 
market this autumn for play 
on the Sega Genesis. It fea- 
tures fully animated pitch- 
ers’ windups, batters’ 
swings, instant replay, plus 
slow motion and freeze- 
frame effects. A battery 
backup lets players save 
the game in progress and 
also retains team stand- 
ings, statistics and the play- 
er’s performance records. 

Earl Weaver Baseball 
lets the gamer play, man- 
age or both, and the action 
game can be played with or 
without stats. There are 
four skill levels and options 
for managing a team, play- 
ing head-to-head against 
another human or challeng- 
ing Earl Weaver. 

Hardball, said to be the 
best-selling electronic base- 
ball game of all-time, with 
over 500,000 copies sold, is 
available now for the 


Genesis under Accolade’s | 


Ballistic line. It uses a 
behind-the-pitcher perspec- 
tive that’s especially attrac- 


tive and features 26 teams, 
a sound and | a “ionic 


style action. 


The gamer eee sonnets: 


for a World Series Champ- 
ionship in a best-of-seven 
showdown, with Umpire _ 
Eddie Montague calling the 


plays. It saves the series by 
password and features one 
player against a computer- 
ized foe or two- “Player com- 
petitions. - 


London Soricuter 
Show Prepares for S | 
Record Crowds 
The 1991 European | 


: Computer Entertainment 


Show, scheduled for 


September 5 through the - 


8th, at London’s Earls Court | 


ll, will feature one of the © 


world’s largest collection of — 


entertainment software. — 


Virtually every United © 


Kingdom and European _ 


software manufacturer will 
be represented, and the 
convention will also host 
many visitors from Japan 
and the United States. Last 
year’s show drew over 
30,000 attendees, but many 
were turned away at the 
door when the hall became 
overcrowded. This year the 
show rented a larger facility 
and should attract between 


40,000 and 45,000 people. 


The first day of the four- 
day event is for the trade 


only, but the balance of the © 
convention is open to the © 


public. They'll be able to | 
meet the pros, see and play | 


software and even make _ 


on-the-spot purchases. — 
The convention features 
home-entertainment soft- 
ware and is sponsored by 
EMAP Images (European 
publishers of Computer & 
Video Games and Mean 
Machines). 
EMAP International 
Exhibitions 
12 BedfordRow 
London WC1R 4DU _~ 
United Kingdom ~~ 
(011) 44-071-404-4844 | 
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This is the game that re- 
viewers Called “phenomenal... 
incredible graphics... intense 
...1N a league all its own’ 

And now, you can pick upa 
free T-shirt when you pick up 
GAIARES. 

This offer is available at 
participating retailers only, 
while supplies last. So check 
out GAIARES today! 


IS NUNM 


Take home a 


FREE T-SHIRT 
when you purchase 


GAIARES for your 


Sega Genesis 
system! 


987 University Ave. , Suite 10 
Los Gatos, California 95030 


: ee Gaiares © 1991 Renovation 
; LS Products, Inc. Licensed by Sega 
g — Enterprises Ltd. for play on the 
Sega Genesis System. Sega and 
Genesis are trademarks of Sega 
___ Enterprises Ltd. 
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Armchair Architect 

Meets Jack Nicklaus 

Michael Currao (age 26, 
of Parsippany, New Jersey), 
winner of the Egghead 
Discount Software/Accolade 
“Jack Nicklaus Armchair 
Architect Contest,” travelled 
to the Memorial Tourna- 
ment at Muirfield Village 
Golf Club in Dublin, Ohio. 
He and his guest attended 
practice rounds, watched 
the tournament and 
received a personal tour of 
the ABC production facility 
to see how the television 
coverage of the tournament 
was put together. The high- 
light of the week was when 
Currao met and spent time 
with Jack Nicklaus, who 
had personally selected the 
grand-prize entry to the 
contest. 

Entrants in the contest 
used Accolade’s Jack 
Nicklaus’ Unlimited Golf & 
Course Design program to 
design the best par four 
hole. The results were 
judged on originality, aes- 
thetics and playability. 


Book Company 
Targets PC Gamers 

Osborne/McGraw-Hill has 
several books in the fall lists 
of special interest to gamers. 

Titles for this Christmas 
include Johnny Wilson's 
The SimEarth Bible ($14.95, 
224 pages), a guide to the 
Maxis program that inclu- 
des insights and examina- 
tions of new scenarios. 
Pete Bonanni, who wrote 
the guide for Falcon, is now 
penning Falcon 3.0 Air 
Combat. Like the first book, 
this one will provide the 
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computer pilot with 
a complete guide 
for Spectrum Holo- 
Byte’s new release, 
expected on the 
stands by Christmas. 
Already on the 
_| stands (great stock- 
|ing stuffers) are 
| Peter Spear’s The 
| King’s Quest Comp- 
anion, The SimCity 
Planning Commission Hana- 
book (by Johnny Wilson), 
Shay Addams’ Railroad 
Tycoon and Bonanni’s F-19 
Stealth Air Combat (each 
$14.95). 


Covox Giveaway | 
Features Software, 
Hardware 

Covox is throwing in 
something extra for pur- 
chasers of the Sound 
Master Il audio card for 
PCs. Until October 1, the 
company is adding a bonus 
package including a micro- 
phone/headset and voice- 
recognition software capa- 
ble of recognizing up to 64 


spoken command 
responding to the t 


$150, is included wit 


voice. This. bonus, valt ae 


Sound Master Il p purc 
directly from Covox. 
The Sound Master 


bles XT, AT, 386 or 486 based 
computers and plays all digi- 
tal sound formats. It’s com- 
patible with Ad Lib support- 
ed software and also pro- 
grams with text-to- ‘Speech 
and CVSD coding. It has an 
FM sound synthesizer, MIDI 
interface, two hi-fi speakers, 


music software for compos- 
ing and playback, sound 
sampling/recording software | | 
and other libraries and utili- 
ties, for $229.95. It requires | 
no technical knowledge to | 


install or use. 


To get the summer bonus, | 


contact Covox directly. 
Covox, Inc. 
675 Conger St. 
Eugene, OR 97402 © 
(503) 342-1271 


Top Coin-Ops of | 
June 1991 
Figures courtesy of 
RePlay magazine, based on 
an earnings-opinion eos ot 
operators. 


Best Upright Videos _ 


1. Final Lap 2by Namco 
. Race Drivin’ by Atari 


2 

3. The Simpsons by 
Konami | 

4. Space Gun by Taito | 

5. Rad Mobile by Sega 

6. Indy Heat by Leland 

4 

8 


. Desert Assault by 
Data East _ : 
9. Galaxy Force by Sega 
10. Rampart by Atari _ 


Best Coin-Op Software 

1. Street Fighter Il by © 
Capcom : 2 

2. Clutch Hitter by Sega 


3. King of the Mannie | 


by SNK - 
. Sengoku by SNK 
. Gun Force by |Irem 
. Raiden by Fabtek 


ONO OO 


“This Las Last 


This Last 


. Gals Panic by Kaneko | 
. Final Fight ee — 2 


Top 10 IBM PC Video _ 


Games for May 1991 


The Software Publishers — 
Association released their — 
hit list for May, showing the — 
top IBM PC computer games — 
and video games, based on 


analysis of sales by leading 


retailers Babbages, Comp- - 
USA, Waldensoftware and 


"Stara ‘s Kir 19's Quest V 
slid into. the number- -one 
spot on the computer list, 


anda Game Boy title domi- 
nated the video- -game list. 


Meanwhile, Nintendo’s 
| Super me Land bounced 


_ into fi rst. 


: Top 10 IBM PC Games 7 


_ for may } eel 


Mo. Mo. Title os Publisher 

1.2 King’s Quest V Sierra On-Line 
a Jetfighter I Velocity 

3 1 EyeoftheBeholder SS|o 
4 3 Space Quest IV _ ~ Sierra On-Line 
ba Wing Commander Origin 

6 9 A-10 Tank Killer Onan | 

i 7 ‘SimCity . Maxis 

8 5 SimEarth — | ) Maxis : 

9 17 Links- Firestone ¢ C. Access 


South Course 


: 10 mh 4 Flight SimulatAirrat Microsoft 


of Scenery 


| : ; * First month i in 1 the the Top. 10. | 
. Hard Drivin’ by Atari | 
Top 10 Video Games 


_ for May 1991 — 


| Mo. Mo. ‘Title - - Publ System 
1 4 Super Mario Land Nintendo/GB 
2 * WWE Superstars LUN/GB 
3 6 Lakers vs. Celtics - EA/Genesis 
Ia ~_ Konami/NES 
5 * Warbirds — _ AtarifLynx 
6 a Super Mario Bros. a ‘Nintendo/NES 
1 9 Tetris = Nintendo/NES 
8 8 NBA All Star ChallengeLIN/GB- 
9 * Bill Elliott's NASCAR KonamiINES 

: Challenge — 

10 * Tecmo ent “Tecmo/NES 


. bee month . the Top os : so - 
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TELEQUEST 
ADVENTURE 
AND WIN 


“ENTER YOUR VIDEO VOTE 
AND MORE! 


OFFICIAL TRIVIA RULES 
This trivia game is a game of skill that requires knowledge of computer and video games. This trivia quiz is active 24 hours every day—seven days a week. This offer is void in any state where prizes are prohibited by 
law. Persons under 18 years of age must get parents’ permission prior to calling the 900 number within the United States. Any agents, officers, employees or family members of National Telemedia or Almarc Productions 
are not eligible. The purchase from National Telemedia is not required to participate in this trivia quiz. All federal, state and local laws apply. All tax liabilities are the sole responsibility of winners. Winners will be limited to two 
per household per month. Players waive any and all rights or claims for the quiz if a question or answer is ambiguous. This offer may be canceled at any time without prior notification. By playing this trivia quiz, all callers agree 
to the rules and regulations contained herein and will be bound by same. Decisions of National Telemedia are final. National Telemedia and Almarc Productions are not responsible for any problems that arise from telephone 
Lg" aaa aia aia aaa naa elaine a cho ss 
Roscoe Bivd., Canoga Park, CA 91306. 


Tips are graded on a scale 
of one to five joysticks. The 
more joysticks that are colored 
in, the more valuable the hint. 

Blow the dust off those old 
games, and try out some of 
our new hints! If you have 


some great hints and tips for 


us, just put them on a piece of 
paper, and send them to 
VG&CE, 9171 Wilshire Blvd., 
Suite 300, Beverly Hills, CA 
90210, ATTN: Easter Egg Hunt. 
The author of each new tip we 
use will receive $10. Write 
neatly and be sure to include 
your name and address! 
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Here’s a key to the 
abbreviations: 


Ve 

Down 

Left 

Right 

“A” button 
“B” button 
“C” button 


AwnpnrwaAraeoc 


continued on page 28 
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GENESIS’ 


@MICRONET 1991 


Continuously dominating 
No-] popularity long 
after debut at arcades! 


A.D.2090 
The world is attacked by aliens from outer space. 
The world has united forces which fight back me 
fiercely. Top world scientists have analyzed hi meee ere es Ba 
wreckage of enemy planes shot down, and created : ee ? 
a supersonic fighter bomb called “Raiden”. 


However, since these aircrafts are so technically 
sophisticated, there is only one pilot in the 
entire world who is able to handle it. 


The Raiden is just about to take off, and the 
entire world is now depending on this Raiden! 


eaNchan 
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There's so much friction in this game, it'll melt the 


Tay 


TV Sports Football ©1990 Cinemaweare Corp., TV Sports Hockey and TV Sports Basketball 
TV Sports Football, 


}1991 Cinemawere Corp. 
TV Sports Hockey and TV Sports Basketball are trademarks of Cinemaware Corp. 
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TurboGrafx-16 introduces the three most 


realistic games you can play outside of the pro 
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leagues. 

With TV Sports Hockey, the ferocious power 
of the puck is in your hands. Slam home a slap 
shot, or get into a brawl. 

On the TV Sports Basketball court, shoot a 
3-pointer with one second left on the clock, or 
call offensive or defensive plays. 


With TV Sports Football, you'll lead a team's 


brutal defense and punishing offense. Your As real as you can get, without buying 
collision insurance. 


SPORTS) 


FOOTBALL 


A victory on this one will make you feel ten 
feet tall, even if you’re only 5’2" 


SPORTS} 


BASKETBALL 


audibles, quarterback options, and shotgun for- 
mations will win or lose this one! 
They're the only sports games five of your 
best pals (or worst enemies) can play at once. 
Try-outs are this fall, so get your thumb 


ready to scrimmage! 


Look for upcoming sports games from 


TurboGrafx-16: Davis Cup Tennis, Andre Panza NEC 

Kick Boxing, TV Sports Baseball and Champions Available at: Toys R Us, Babbage's, Electronics Boutique, 
; Montgomery Ward, Software Etc., McDuff Electronics, 

Forever Boxing. VideoConcepts, Sears Catalog, and other leading retailers. 


©1991 NEC Technologies, Inc. For information on these games, call the TurboTeam at 1-GOO-FUN-TG16. The first SO seconds are free, S9¢ per minute thereafter, maximum SS per 
call. Get your parents’ permission first. 


CIRCLE #115 ON READER SERVICE CARD. 


Screaming all-terrain vehicles claw for traction on 
a snaky dirt track. Racing these beasts demands 
your sharpest animal instincts and lightning 
reflexes. Slam into rises and conquer huge jumps. 
Downshift and countersteer in tight corners. Coax 
knobby tires to grab for traction through hairpin 
turns. Control four-wheel drift and torque up to 
brain-warping speed! 

QUAD CHALLENGE powershifts you across 
America’s greatest dirt tracks. Select one of four 
ATVs - each with its own combo of speed and 


QUAD CHALLENGE is a trademark of Namco Ltd.© 1989, 1991 Namco Ltd., All Rights Reserved. Licensed by 


Sega Enterprises Ltd. for play on the SEGATM GENESISTM SYSTEM. SEGA and GENESIS are trademarks of Sega Enterprises Ltd. 
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handling. Then blast your way through 9 grueling 
tracks against a friend, or play the Circuit Champi- 
onship - a 16 track password race to glory. 


For more information write: 
Namco Hometek, Inc. 3255-1 Scott Blvd. 
Suite 102, Santa Clara, CA 95054-3013 


LEAP INTO ACTION! 


Incredible dangers await you, Prince Talmit, as 
you set out to rescue the wildest amusement 
park ever built - MARVEL LAND! 


Dodge massive enemy assaults while hanging on 
to rollicking roller coasters. Take tremendous 
leaps between gigantic Ferris wheels! Escape 
King Mole's wrath by diving through hidden 
warp doors that teleport you instantly through- 
out the park. 


As Prince of the Dragonmen, your mission is to 
defeat monstrous Bosses by outwitting them in 
challenging games such as Musical Holes. Use 
your greatest weapon, the power "Spirit Whip" to 


MARVEL LAND is a trademark of Namco Ltd. © 1989, 1991 Namco Ltd., All Rights Reserved. Licensed by 
Sega Enterprises Ltd. for play on the SEGATM GENESISTM SYSTEM. SEGA and GENESIS are trademarks of Sega Enterprises Ltd. 
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destroy all invaders in this 8 MEGABIT wonder 
from Namco! Get set for fantastic Bonus Round 
action in the Namco Light Parade and earn Big 
Points! Death defying adventure awaits as you 
struggle to liberate Marvel Land from the 
clutches of the evil Mole King. 

For more information write: 

Namco Hometek, Inc. 3255-1 Scott Blvd. 
Suite 102 Santa Clara, CA 95054-3013 


The Game Creator 


CIRCLE #117 ON READER SERVICE CARD. 


Star Wars 


Jvc 
For the Nintendo 
Entertainment System ($49.99) 


123 4.6 6 7 Bye 10 


OVERALL 


Your landspeeder races across the 
Tatooine Desert, dodging the ever-present, 
but essentially harmless, Banthas, the 
more dangerous laser batteries and the 
deadly homing droids. Who are you? 
Why, Luke Skywalker, of course, out on a 
thrill-seeking jaunt. At this point, you're 
blissfully unaware that the fate of the 
Empire may rest on your shoulders—or 


vit 
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are you? Just about everybody knows the #™ xen _ 


Star Wars saga, and now you've been 
placed in the leading role in this first NES 
version of the George Lucas classic. 

Most of this game is fairly standard, 
side-scrolling, run-jump-and-shoot fare. 
It's moderately challenging and becomes 
especially enjoyable when you discover 
some of your old “friends” like Obi-Wan 
Kenobi, Han Solo or Princess Leia. C-3PO 
is your companion from the start and is, 
as usual, full of helpful advice. R2-D2 also 
comes along to help you with the Death 


Star and to navigate your X- slide Wait, 


we're getting ahead here. 

The initial part of the 
game takes place on the 
Tatooine Desert, where 
Luke must explore a series 
of caves as well as the 
jawa’s sandcrawler. He’s 
armed with a fairly wimpy 
laser pistol, but before 
long he gets the lightsaber § 
that once belonged to his 
Jedi father. 

Exploring these initial caves is 
Critical to your success, because 
this game gets very hard later on. 
Luke is a fragile sort of guy and can 
only take a few hits. Fortunately, 
there are orbs that recharge Luke's 
energy. Maybe even more impor- 
tant, there are ways to stockpile 
extra lives, if you can figure out 
some secrets. 

Realizing that this was a real 
Darth Vader of a game, the design- 
ers gave you ten—that’s right, 
ten!—continues. The game is full of 
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Gamers must 
search caves, pilot 
the Millennium 
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challenging moments, and it helps to rec- 
ognize the patterns of your enemies. 
some can’t be killed at all, but must be 
avoided. With practice all this is within the 
reach of any average game player. 

Hold on, that’s not the end. The cave- 
exploration part of the game has a lot in 
common with other side-scrolling games. 
The graphics are pretty good throughout: 
on a par with most good NES games. | 
wouldn't rate them the absolute best, 
however. The “soundtrack” for the game 
is pretty good, particularly the familiar 
music from the bar scene, which has been 

properly squished down to cartridge size. 
Controlling Luke is fairly easy, but he 
does have a tendency to skid when he 
jumps or runs and stops. You must mas- 
ter the running jump because some of 
the gaps you'll face are wide, and the bot- 
tom is usually lined with deadly spikes. 

As you pick up characters from the 

game, they join you. Part of the fun is 
that you can look or even talk to them in 
a subscreen. In fact, you can even switch 
to playing either Han or 
Leia, making one of them 
the active character. For 
the most part, however, 
Luke and his lightsaber 
are best to use. 

The game gets more 
interesting toward the 
end. Not only do the side- 
scrolling levels get brutal, 
but there are several changes 
of pace. You'll find yourself 
piloting the Millennium Fal- 
con through a nasty asteroid 
field at one point, and later 
you'll have to shoot down 
seemingly endless Imperial 
TIE fighters with your on- 
board lasers, both on the Fal- 
con and in an X-wing fighter. 
These sequences require a 
whole new set of skills and are 
made to be quite difficult. (One 
hint: Stock up on shields when 
you can.) 

Anyway, if you complete the 
game, you gain the undying 
gratitude of the rebel forces. 
Your quest will take you into the 
Death Star itself (just as in the 
movie) and eventually down 
the narrow, tricky approach to 
the vent shaft where you can 
destroy Darth Vader's evil 
machine once and for all. 
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Another Eastern block falls. 


There's anew TRIS on the block. Its name is 
WORDTRIS. And if you love TETRIS, this latest fast-action; 
falling block, Soviet game will boggle your mind. 


This time the falling pieces are letter blocks. Form them 
into words and score points. As 
» each block falls, it pushes down 

m the blocks bel OW, eee an 

s ever-changing Kaleidoscope of 

letters where scoring oppor: 
tunities appear - and vanish - 
at the blink of an eye. 


nee words horizontally or 
vertically, but don’t put all your 
E’s in one BASKET. ecause 4s 
every time a word lines up, poof! those letters disappears 
and the blocks below pop up to fill “ spaces. So when- 
ever you earn points you stir up thea P abet soup. And 
suddenly that falling M has no HOME to goto. 


Go for XYLOPHONE if you dare. 


Available in retail stores or for Visa/Master Card orders call toll-free, 


24 hours a day,7 daysa week: 1-800-695-G AME (Orders Onl y) 


For technical questions and availability call: 11: 1-415-522-1164 (M- F: 9am - Sit PST) 


WORDTRI S keeps raining vowels and consonants until 
you've collected Ln words to move to the next level, 
or the well fills up. Of course, each successive round ups 
the ante as the blocks fall ever faster. But you can choose 
your difficulty level to match 
your skills, and select from 
single player, cooperative, 
competitive, head-to- head or 
tournament modes. The 


built-in 30,000 word diction- a 

Ai verifies - the most | 

obscure wor oe 
Set the difficulty level at | mi _ | 

lOandyou'lfind WORDTRIS ts al 


harder to keep up with than 
the changes in Eastern Europe. 


WORDTRIS. Another great 
same from the TETRIS people. 


Spectrum HoloByte 


Available for IBM and Mac/Macll. 


Spectrum HoloByte’ 


A Division of Sphere, Inc. 2061 Challenger Drive, Alameda, CA 94501 


Screen shown IBM VGA. WORDTRIS Copyright ©1990 Armenica, Inc. All Rights Reserved. des and Spectrum HoloByte are trademarks of Sphere, Inc. IBMgand Macintosh PC versions © Sphere, Inc. 1991. 


TETRIS Copyright ©1987 V/O Electronorgtechnica (E 


lorg). TETRIS is a trademark of Elorg. TETRIS copyright and trademark licensed to Sphere, Inc. Other products are trademarks of their respective holders. 
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Like many games today, Star Wars is 
fun to play and fairly easy at first, but it 
becomes difficult toward the end. The last 
side-scrolling level is much harder than 
the first, and the fighter sequences require 
that you shoot down a lot of enemies 
without being destroyed yourself—no 
easy task! 

For avid Star Wars fans, or for any NES 
player, this game offers lots of fun and 
plenty of challenge, with a few surprises 
blended in to keep you from becoming 
complacent. As if you could relax with the 
fate of the Empire in your hands. 

—Rusel DeMaria and Zach Meston 
JVC Musical Industries 
3800 Barham Blvd., Suite 305 
Los Angeles, CA 90068 
(213) 878-0101 


Bonk’s Revenge 


NEC 
For the TurboGrafx-16 ($49.99) 


The next time you call someone a “butt 
head,” think twice—if this Bonk guy 
catches on, that term may not be an insult 
for much longer. 

Actually, owners of the TurboGrafx-16 
probably know that NEC’s premier prehis- 
toric hero has already made a most favor- 
able impression with his debut, Bonk’s 
Adventure. The recent “free Bonk” promo- 
tion didn’t hurt his reputation either. This 
Cro-Magnon Kojak surely sold a lot of sys- 
tems, and that’s one of the many reasons 
why he’s back in this sequel. 

Fans of the cartoon caveman will be 
pleased to learn that Bonk’s new adven- 
ture is longer than the first, and it includes 
a lot more hidden surprises and bonus 
levels than any one game has a right to. 
Even Bonk’s appearance has been 
improved—with bigger eyebrows and a 
smaller mouth, he’s cuter than ever, and 
his movements consist of many more 
“frames” of animation than the first game 
used. You won’t be able to spin the 
Bonkster in mid-leap as quickly as you 
could before, but there are plenty of areas 
where you'll do better if you move the Tur- 
boPad’s auto-fire switches to the “off” 
position and take out your enemies with 
single-fire skull drops. 

For the uninitiated (and before | go too 
far), Bonk is the Stone Age star of this run- 
and-jump “guy game,” a caveman who 
settles scores with his enemies by “bonk- 
ing” them with his own skull. | don’t know 
how thick that noggin is, but it’s as huge 
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as it is hairless—on the screen, Bonk’s 
head accounts for more than half of his 
height! Lots of power-ups can be found on 
the way to the “boss” of each level, most 
notably chunks of meat-covered bone that 
turn our hero into an angry brute with 
Medusa-like powers. Find another one 
before these effects wear off, and Bonk 
becomes a raging, invincible savage with 
the ability to breathe fire. 

The graphics and sounds of Bonk’s 
Revenge are suitably charming, with 
plenty of variety in the tunes and back- 
ground graphics. The game's biggest 
asset, it seems, is the incredible variety of 
colors that wash the screen in a constant 
show of vibrant hues and subtle shades. 
The “boss” characters are large enough to 
be menacing, but their cartoonish looks 
and bug-eyed faces give them almost as 
much charisma as the bald dude who tries 
to bop them on the bean. 

One interesting trick that Bonk 
didn’t perform in his first outing lets 
him fling himself straight up from a 
tree limb after spinning around with 
the limb clenched in his teeth. The 
animation that depicts this stunt is 
hilarious, as are the sequences that 
show the caveman chewing his way 
up the line of a fisherman’s pole with 
his tongue hanging out. 

Because the first Bonk game was 
such a success, it’s no 
surprise that the sequel 
doesn’t stray too far 
from the original con- 
cept. That may be the 
game's biggest flaw: 
Bonk fans may not find 
enough here to justify 
the purchase of a game 
that, essentially, they 
already own. 

But that’s not to say 
that veteran Bonkers 
will be disappointed: if 
you liked Bonk’s Adven- 
ture, you'll love his lat- 
est saga. And if you’re 
not familiar with the lit- 
tle guy yet, you're in for 
a treat. It may not show- 
case the full capabilities 
of the TurboGrafx-16 or 
introduce any innova- 
tive ideas, but Bonk’s 
Revenge is slick and 
entertaining enough to 
guarantee hundreds of 
hours of happy head- 
butting. 

—Chris Bieniek 
NEC Technologies, Inc. 
1255 Michael Drive 
Wood Dale, IL 60191 
(708) 860-9500 
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Super Spy Hunter 


SUNSOFT 
For the Nintendo 
Entertainment System ($43.95) 


E 


This NES sequel packs a wallop to the 
Original Spy Hunter but is as frustrat- 
ing—or challenging, whichever applies to 
you—to play. Though derived somewhat 
from the arcade game Spy Hunter Il, 
Super Spy Hunter stands on its own with 
further embellishments in game play. 

Spy Hunter was simply a traditional 
overhead shooter set against a driving sce- 
nario (nontraditional for the genre and the 
inspiration for other games; for TCE 
example, Atari Games’ Road- + E 
blasters). Speeding through streets, gi WZ 
you drove your sports car while | 
blasting away enemy cars and heli- | 
copters with machine-gun fire and [ew 
picking up power-ups to modify 
your mobile artillery. 

Super Spy Hunter provides more 
of the same—and then some—as 
expected. The play setting changes 
from the usual streets to lakes and 
the sky the further your car 
races down the vertically 
scrolling stretch. Your car 
readily converts to a seafaring 
craft and airborne vehicle to 
suit these environs. 

Enemies attack with a 
parade of cars, speedboats 
and aircraft. No vehicular 
expense is spared in their 
efforts to blow you away. And 
what a grandiose display your 
demise is. Your automobile 
explodes in a spectacular cat- 
aclysm that seems not just to 
taunt you for dying but for 
having to start the stage all 
over again. Super Spy Hunter is one of 
those shooters that insists upon you re- 
playing from the beginning of your current 
level rather than from the point of your 
death. Oh, what frustrating joy! 

Most of the action takes place on the 
Streets. The bad guy cars attempt to kill 
you off by a variety of imaginative means. 
Cars will run you off the road, screw into 
you from behind with drills, bore into your 
car’s sides with spiked wheel covers, etc. 
Helicopters and gun turrets add to this lit- 
erally existentialist road trip. You respond 
by firing at them with variable-adjusting 
machine guns mounted on your car roof. 

Power-ups are obtained by blowing 
away ugly-looking sedans displaying 
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letters on their roofs. Some of these 
weapon additions include oil-slicking 
capability, spiked wheel covers, extended 
life energy and machine guns with the 
ability to do brief “search and destroy” 
attacks. 

A preeminent feature of Super Spy 
Hunter is its simulated rotation scrolling. 
It's not true-degree rotation, but it does 
give a convincing illusion that the screen 
is turning as your car travels down curving 
roads. Other than this, the rest of the 
graphics are improved over Spy Hunters 
only to the level of today’s minimal NES 
standards. 

The exceptionally skillful player and 
those who have mastered Spy Hunter will 
get what they want and expect out of 
Super Spy Hunter. Video-game mortals 
might have a tough time and could find 
their patience running out of gas due to 
the game’s insistent difficulty. 

—Howard H. Wen 
Sunsoft 
11165 Knott Ave., Suites A and B 
Cypress, CA 90630 
(714) 891-4500 


NHL Hockey 


ELECTRONIC ARTS 
For the Sega Genesis ($49.95) 


OVERALL 


Thank goodness for video-game ice 
hockey. Without it, thousands of kids 
would have to play the real thing, result- 
ing in countless broken bones, missing 
teeth and serious lacerations. Therefore, 
Electronic Arts has performed a national 
service by providing the first Genesis ice 
hockey game, NHL Hockey. And they 
deserve extra recognition for making it ter- 
rifically playable and loading it with plenty 
of authentic detail. 

The game utilizes 24 real NHL teams. 
Unlike other sports video games where 
the teams are all balanced, these teams 
aren't. Some are excellent, most are 
decent, a few are just plain poor. Not only 
is this realistic, but it also provides a way 
to get more than the usual amount of chal- 
lenge out of playing the computer (a 
mediocre performer). You give yourself a 
poor team, give the computer a great 
team—Boston looks good this year—and 
see if you can turn your luck around. 

The lineup of modes includes one 
player, two players head-to-head and a 
particularly cool option where two human 
players play on the same team against the 
computer. In all modes you can stage a 
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THE VOYAGE CONTINUES! 


STAR TREK: The 25th Anniversary™ 


SIAR. TREK. 


Fasten your seatbelts, 
bring your seat backs to 
My an upright position, 

(s# a. and stow away those 

Wa other computer games. 

You're about to pilot a 

Federation Starship on a 

SORE wild roller coaster ride 
through the final frontier. 

STAR TREK: The 25th Anniversary 
combines a realistic, 3D space flight 
simulator with a wide variety of role-playing 
adventures to create a gripping game of 
galactic exploration. 

You'll play James T. Kirk and experience 
the thrill of piloting the U.S.S. Enterprise™ 
using Interplay’s stunning, new, state-of-the- 
art, digitized model graphics. You’ll control 
phasers, photon torpedoes, shields, 
communications, and warp drives in 
3D space action so real you'll be reaching 
for your airbag! 

Scan and survey hundreds of fractally 
generated worlds and then join a landing 
party sent down to map and interact with 
alien races and artifacts. So beam aboard the 


oY a 


MS-DOS Screens Pictured. 


U.S.S. Enterprise™, and continue a quarter 
century of exploration and high adventure. 


m Full 256 color VGA graphics 

m Thousands of state-of-the-art, 3D digitized, 
space action scenes 

Interact with dozens of alien races 
Navigate Kirk, Spock and Bones on a 
variety of world explorations 

Complete musical score featuring digitized 
sound effects from the series and major 
sound board support 


m Easy to use, point-and-click, icon interface 


To order STAR TREK: The 25th 


Anniversary, call fy 


1-800-969-GAME. 


Available on 


MS-DOS 

compatible Interplay Productions 
ta 3710S. Susan, Suite 100 

paar Santa Ana, CA 92704 

for $59.95. (714) 549-2411 


TM, ®and © 1991 Paramount Pictures. All Rights Reserved. STAR 
TREK and U.S.S. Enterprise are Trademarks of Paramount Pictures. MS- 
DOS is a Trademark of Microsoft Corporation. 
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(You can save your status in the series 
with a password option.) You can also 
play a best-of-seven-game playoff series. 
Penalties and line changes can be toggled 
on and off, and period length is flexible, 
though the times aren’t accurate; a ten- 
minute period goes by faster than ten real 
minutes. 

Games begin with a report similar to 
the scouting report that precedes John 
Madden Football games, giving each 
team’s strong suits. As mentioned, there’s 
great variety to the overall strengths of 
the teams. Controlling your player takes 
getting used to, but once mastered, gives 
you a terrific feeling of gliding over the 
ice and building up momentum. The 
action is truly nonstop, much faster and 
more frenetic than Madden and very true 
to real ice hockey. Face-offs and ref calls 
are all presented in pop-up windows for 
extra detail. Instant replays can be called 
up SO you can see the last few seconds of 
the most recent play. 

Frankly, though, it’s nice to be able to 
play with your favorite team; stats aren't a 
big part of this game. What makes NHL 
special are the details. Puck dynamics are 
excellent. It’s slightly oversized, so you 
can keep track of it, and it tumbles and ric- 
ochets realistically, even flying over the 
wall on occasion. The players are as large 
as can be while still allowing a good view 
of the rink, and they display a wide range 
of animations: shooting, passing, sprawl- 
ing, fighting, waving sticks in a victory 
salute and so on. Fights break out seem- 
ingly at random; not only can you control 
the fighting, but the fights you’ve won and 
lost are tallied on the stat screen. Flash- 
bulbs go off frequently in the stands, and 
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Hockey utilizes 24 real NHL 
teams and unlike other 
video-game sports titles, the 
feams aren’t all balanced. 


the camera pans smoothly to keep up with 
the game play. 

The standout detail of the game is the 
sound. The puck makes a convincing thud 
when it hits a wall, the sticks clack on the 
ice, the players make perfect grunts and 
groans, the crowd responds at all the right 
times (rooting the home team and booing 
the visitors) and the sirens wail. Best of all 
is the end-of-period horn—it’s absolutely 
authentic. 

NHL Hockey suffers from one common 
complaint: a computer opponent that will 
be too easily bested. Two-player mode is, 
as in Madden, the way to go with this 
game. Aside from that caveat, this is as 
detailed and fast-moving a hockey game 
as has ever been packed into a cart. 

—Josh Mandel 
Electronic Arts 
1820 Gateway Drive 
san Mateo, CA 94404 
(415) 571-7171 


Marvel Land 


NAMCO 
For the Sega Genesis ($59.95) 


Namco has brought out a kind of game 
that Genesis owners haven't been inun- 
dated with, unlike their unfortunate NES 
counterparts: the Super Mario Bros. clone. 
Marvel Land has all of the elements of the 
genre, wrapped under the usually odd yet 
cutesy theme. 

There’s the benevolent but dead king, 
King Coni. Before he passed away, he had 
an amusement park built on the mountain 
“Peace” for the people of his land to enjoy 
and gave it a superbly dull name, Marvel 
Land (“on I-90, south of ‘Shireland,’ 
kids!”). The park is divided into four sec- 
tions: Flower Land, Prairie Land, Sweets 
Land and Ice Land. Naturally, every sec- 
tion is under the guardianship of a fairy, 
and these fairies all answer to Princess 
Wondra. 
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DIRECT 


DISTRIBUTORS 


1-203-395-0851 
-NEW GAMES AT DIRECT PRICES! 
-USED GAMES AT BELOW COST! 
-WE BEAT ANY PRICE ON ANY ITEM! 
-WE SELL TO VIDEO STORES, 
TOY STORES, MINI-MARTS, 
MOM & POP STORES, AND 
OTHER BUSINESSES ONLY! 
-WE STOCK ALMOST EVERY VIDEO 
GAME, SYSTEM, AND 
ACCESSORY MADE! 
-BUY 1 TO 1,000 FROM OUR FULL 
COLOR CATALOG. SORRY NO 
SALES TO THE GENERAL PUBLIC 
-WE ALWAYS GET THE 
BEST GAMES FIRST! 


J 


ATARI 


ENTERTAINMENT 


LYNX 
is] SEGA 


IF WE DON’T HAVE IT- 
THEY DON’Y MAKE IT!!! 
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CALL GROUND ZERO FOR THE 
LATEST JAPANESE SYSTEMS 
AND GAMES 


"NO FALSE ADVERTISING HERE" 


9951 RIVERSIDE DR. STE. 73 CHINO, 
CA 91710 ¢ U.S.A. 
714/590-7701 ¢ FAX: 714/590-7701 
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| SPECIALUMITED TIME OFFER | 


SEE PACKAGE NN STORES FOR DETAILS 


NOW HEAR THIS 


Ww: GameSounds’”, you 

Ww: actually feel the sound 
of nunchucks whizzing past your 
head. Hear Mario squash the 
Goombas. Dragons breathing fire. 
Maidens pleading for help. Sounds 
you never heard before. More real 
than you ever thought possible. 

Your games will get into you. 

With sound so totally awesome, 
so accurate & clear, 
youll swear you re 


Nintendo 
EDTERTRINMEN, System: 


designed specially for your 
Nintendo Entertainment System. 
It works cordlessly, thru private 
headphones, up to 20 feet away. 
So you can turn TV sound all the 
way down. No one will hear the 
game but you. Play whenever 
you want. You won't have to 
listen to "Shut off that noise!" 
ever again. « Want to play with 
friends? No problem! Add 
as many prin ite pa 
ls as you like. | 


TECHNOLOGIES 
® 


GAMESOUNDS 


You LL SWEAR YOU WERE REALLY THERE - 


TOYS"R"US SOFTWARE ETC, » OR CALL 


AVAILABLE AT 
708-080-2858 FOR THE DEALER NEAREST YOU. 


Official ~~ 


Seal of Quality . 


Available at Toys 'R' Us stores in NY & NJ only, all the good guys!, Union Hall Stores, 
the WHEREHOUSE ENTERTAINMENT stores & the Spiegel Catalog. 
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After the old good king kicks it, the bad 
guy takes over the throne, King Mole. The 
rodent-faced Mole imprisons the fairies in 
crystal balls to control their powers and 
captures Princess Wondra. Not much of a 
sensible explanation is given as to why he 
does this, other than that King Mole is 
described as a “rat face” and “power hun- 
gry.” Perhaps he inflated the price of 
admission to Marvel Land to an outra- 
geous level. 

As Prince Talmit, the only heir to the 
Coni throne, your mission is to go through 
Marvel Land to rescue the fairies and 
Princess Wondra and defeat King Mole so 
as to put an end to his unreasonable ticket 
price hikes (or whatever). If you can imag- 
ine Disneyland park employees dressed in 
their cephalically enlarged costumes chas- 


REPAIR 


YOUR OWN 
Nintendo 


WITH LITTLE OR 
NO EXPERIENCE 


STEP BY STEP 
EASY TO FOLLOW 
FULLY ILLUSTRATED MANUE 


SEND CHECK ef 44 O FOR 


$29.95 plus $5.50. FOR S/H 
Calif. residents add sales tax 


The GAME XCHANGE 
PUBLICATIONS, DEPT 151 VG 
1648B N. INDIAN HILL BLVD 

POMONA, CA... 91767 


Allow 4 lo 6 WAS lof delivery 
Noe COD s please 


The 
GAMIF Xchange!™ 


Aebititiders of MiawwtendJo 
GIMCS BPD S¥S1EN1S 


1645 N INDIAN HILL BLVD. 
POMONA, CALIF. 91767 
Ph. (714) 621 7377 
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ing you with a murderous bent as you 
dash from Space Mountain to Frontier 
Land, then you pretty much have the gen- 
eral idea behind Marvel Land. 

Every level of a section of the park has 
its usual army of bizarre characters guard- 
ing it. Prince Talmit can defeat many of 
these minions by jumping on them or 
whipping them with his “spirit tail” (a 
weapon obtained from a certain power- 
up). There is also a power-up that will 
give Talmit wings to fly to those harder- 
to-reach areas of Marvel Land. Warp 
doors function as shortcuts or hindrances 
to his advance. 

Upon completing seven levels of a 
park section, you face a boss and have a 
duel. If you win, the fairy is freed—if not, 
you get thrown back to the start of the 
previous level. These aren't your typical 
arcade beat-’em-up-senseless contests. 
You challenge the first boss to a game of 
rock, paper, scissors. At the end of the 
second, third and fourth sections, you 
and your opponent pump balloons, play 
concentration and see who can whack the 
other first in a game of “musical holes,” 
respectively. 

After you beat a boss, it’s time for the 
“Namco Light Parade.” You race Prince 
Talmit through a cavalcade of lighted 
floats depicting Namco video-game char- 
acters and try to catch as many falling 
Stars as you can before the parade ends. 

Marvel Land is an easier-than-usual 
Genesis game to play, apparently 
designed for the novice player. As | men- 

tioned, this title fulfills a lack in the current 
Genesis library. It’s not recommended for 
Genesis aficionados (the game screen 
graphics are way below 16-bit par), but 
Marvel Land should be a nice addition to 
those accustomed more to NES material 
than the typical Genesis fare. 
—H. H. W. 
Namco America 
3255-1 Scott Blvd., Suite 102 
Santa Clara, CA 95054-3013 
(408) 496-3671 


ACCLAIM 
For the Nintendo 
Entertainment System ($39.95) 


5 mi: 7 ye 10 
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GRAPHICS. 1 
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Trog is closely based upon a little-known 
arcade coin-op of the same name. Capitaliz- 
ing a bit late on the long-passed dinosaur 
trend, Trog is a traditional dot-gobbler set 
against a cartoony prehistoric theme. 
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NINTENDO AND NIN- 
TENDO ENTERTAINMENT 
SYSTEM ARE REGISTERED 
TRADEMARKS OF NINTENDO 
OF AMERICA, INC. 


ROBIN HOOD: PRINCE OF 
THIEVES ™, CHARACTERS AND ALL 
RELATED INDICIA ARE TRADE- 
MARKS OF MORGAN CREEK PRO- 
DUCTIONS, INC. © 1991 MORGAN 
CREEK PRODUCTIONS, INC. 
VIRGIN” IS A REGISTERED 
TRADEMARK OF VIRGIN ENTER- 
PRISES, LTD. © 1991 VIRGIN 
GAMES, INC. ALL RIGHTS. RE- 
SERVED. DEVELOPED BY 


SCULPTURED SOFTWARE. 


> 
>» 


PRINCE OF THIEVES 
Live the AAVCNUTE socom ori 


Hood in the adventure of your life in a game that brings all the action 
of the blockbuster movie to your very own NES! Show your courage 
and cunning as you rescue the lovely Maid Marian and free England 
from tyranny! 
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Like Bub ae Bob a Bubble Fatbite 
fame, Trog features a pair of cute 
dinosaurs, Bloop and Spike. The two race 
through mazes to devour eggs. Two peo- 
ple can play at the same time: Bloop—the 
blue dinosaur—must eat the blue eggs 
while orange-skinned Spike can only take 
the orange-colored ones. Whoever can eat 
all of his/her eggs and race to the dino’s 
appropriately colored exit first wins bonus 
points for completing the screen. Being 
alone isn’t a problem as you can play 
either Bloop or Spike by themselves. 

The dinosaurs’ enemies are one-eyed 
cavemen called Trogs, who have an 
appetite for little dinos like Bloop and 
Spike. Once a Trog manages to club Bloop 
or Spike unconscious, he carves it up with 
utensils, devours him eagerly and burps 
once the meal is finished. Bloop and Spike 
don't have to take this treatment passively. 
They can faze the Trogs with a punch or 
sock them hard enough so that the 
cavemen fly off the screen. 

There are helpful items to eat. Ice cubes 
freeze Trogs in place. Red flowers cause 
Bloop and Spike to run faster. Horseshoes 
protect from attacks. Hot tamales enable 
Bloop and Spike to spit fireballs. Pineap- 
ples transform them into tyrannosaurs 
that can eat up the Trogs. Mushrooms 
don't help; they cause the dinosaurs to 
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Acclaim’s Trog is based 
upon the arcade coin-op of 
the same name. 


move slower. Running into campfires or 
tar pits is also not advised, since it results 
in the loss of a life. 

On later levels, the Trogs have the abil- 
ity to leap across the screen on their 
springing shoes. A catapult might be avail- 
able for Bloop and Spike to hop onto in 
order for them to be thrown about in the 
same manner. Sometimes a warp cham- 
ber will appear and if the dinosaurs enter, 
it will take them to a higher level. 

Bonus waves appear after finishing 
three maze screens. One has Bloop and 
Spike competing to see who can gather 
the most diamonds before the timer runs 
out. The other two waves have the 
dinosaurs burning Trogs with fireballs or 
eating them. 

As a one-player contest, Trog becomes 
tiring pretty fast. Two players bring in a 
more challenging element by stressing 
head-to-head competition. This is a 
benign game that’s simple enough for 
the real young set—the likely audience 
for Trog. 

—H. H. W. 
Acclaim 
71 Audrey Avenue 
Oyster Bay, NY 11771 
(516) 922-2400 


NEC 
For the TurboGrafx-16 ($51.99) 


GRAPHICS 123456799 10 
PLAYABILITY 
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OVERALL 123456749 10 


“TV Sports: Basketball is really good,” 
a game counselor at NEC told me recently, 
“but wait till you see the hockey game.” | 
could tell by the tone of his voice that TV 
Sports: Hockey was going to be some- 
thing special, and now | know he wasn’t 
kidding. 

Hockey fans are sure to enjoy the way 
this TurboChip duplicates many of the 
game's most exciting elements. You get a 
closeup view of face-offs and breakaway 
shots, cement heads who plow into the 
corners and knock opposing players on 
their rear ends, finesse players who bom- 
bard the net with rubber on a regular 
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CHIPS & BITS «BUY 2 GET | FREE“ 


GENESIS ROLE PLAYING 


Arcus Odyessy $56 
Battlemaster $46 
Corporation $49 
Faery Tale Adventure” *$42 
Fatal Labyrinth $29 
Immortal” *$42 
King's Bounty* *$ 36 
Might & Magic 2 * *$59 
Phantasy Star 2 or 3 $59 
Phantasy Star3 HintBk $14 
Rings of Power’ *$.49 
Shining Darkness $59 
Starflight 1* "$59 
Super Hydlide $47 
Sword of Vermillion $59 
Vasum (was Dando) $56 
GENESIS ADVENTURE 
Adventures of Syd Vallis $42 
Alex Kidd Castle $35 
Alien Storm $42 
Atomic Robo Kid $49 
Batman $42 
Bean Ball Benny $42 
Bimini Run $42 
Crack Down $42 
Dark Castle $42 
Decapattack $42 
Dick Tracy $ 34 
El Viento $56 
E-SWAT $42 
Fantasia $42 
Final Zone $35 


Flicky $19 
Gain Ground $42 
Ghostbusters $42 
Ghouls 'N Ghosts $48 
Golden Axe 1 $52 
Golden Axe 2 $49 
James Pond* *$ 36 
Mickey Mouse $42 
Midnight Resistance $45 
Mystic Defender $39 
Predator 2 $56 
Onslaught $43 
Quackshot Donald Duck $42 
Rambo 3 $45 
MERCS $49 
Rastan Saga 2 $42 
Revenge of Shinobi $52 
Saint Sword $43 
Shadow of the Beast $56 
Shadow Blasters $39 
Shadow Dancer $42 
Sonic the Hedgehog $45 
Spiderman $45 
Stormlord $49 
Strider $56 
Swamp Thing $45 
Sword of Sodan” $34 
Target Earth $47 
Techno Cop $47 
Terminator $49 
ToeJam & Earl $49 
Thunderfox $42 
Vallis 3 $56 
Wardner $42 
TG16 ROLEPLAYING 
Double Dungeons $47 
Dungeon Explorer $ 36 
Neutopia $36 


GENESIS SHOOTERS 


After Burner 2 $42 
Air Buster $43 
Arrow Flash $44 
Battle Squadron* *$26 
Burning Force $29 


G MBGA 


GAtes TO 
ANOTHER WORLD 


Caliber 50 


Crossfire $44 
Death Duel $56 
Dynamite Duke $ 34 
Elemental Master $56 
Fire Shark $43 
Forgotten World $48 
Gaiares 


GENESIS SPORTS 
Arnold Palmer Golf 
Budokan 
Buster Douglas Boxng 
Cyberball 
Earl Weaver Baseball 


4g 
4 
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Jesse The Body Ventura 
Joe Montana Football 
John Madden Football” 
Lakers vs Celtics* 

Mario Lemieux Hockey 
Mike Ditka Football 

NHL Hockey* 

Pat Riley Basketball 
PGA Tour Golf* 


av Powerball 


=" 


Grenada 


Hellfire $43 
Insector X $44 
Musha $49 
Phelios $29 
Raiden Trad $56 
Road Blasters $42 
Sagaia $43 
Space Harrier 2 $37 
Space Invaders $38 
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Super Thunder Blade 


Task Force Harrier Ex 

Thunder Force 2 $37 
Thunder Force 3 $49 
Truxton $37 
Twin Cobra $38 
Vapor Trail $56 
Whip Rush $34 
Wings of Wor $46 


RBI 3 


4 Speedball 2 

H Super Volleyball 

4 Soccer 

4 Tommy Lasorda Basebll 


SPIDERMAN $45 


Zany Golf* 

TG16 ADVENTURE 
Bonk's Adventure 1 
Bonk's Adventure 2 
Ballistix 
Bravoman 


Ml Cratermaze 
4 Darkwing Duck 


Dragon's Curse 
Impossamole 


| JJ and Jeff 


Legendary Axe 1 
Legendary Axe 2 
Night Creatures 
Ninja Spirit 

Pac - Land 

Silent Debuggers 
Splatter House 
Tactical Gladiator 
Talespin 

Tiger Road 


Sri 
~we 


Bomberman 
Boxyboy 

Chew Man Fu 
Drop Off 

KLAX 

King of Casino 
Military Madness 
Timeball 


$39 


MIGHT & MAGIC $59 


SEGA GENESIS 
GENESIS System $149 
Arcade Power Stick $39 
Control Pad $19 
Genistick $27 
Power Base Converter $34 

a Wireless Control Pad#1 $39 


Wireless Control Pad #2 $19 
GENESIS KICK & PUNCH 


=a Beast Warrior $56 
DJ Boy $49 
Growl $44 
Kageki $42 
Last Battle $37 
Moonwalker $42 
Pit Fighter $49 
Slaughter Sport $50 
Street Smart $42 
Streets of Rage $45 
TG16 HARDWARE 

3 TurboExpress $289 
Turbo AC Adaptor $29 
Turbo Car Adaptor $29 
Turbo Comm Cable $19 


$46 
$42 
*$34 
*$42 
$42 
$52 
*$46 
$34 
*$49 
$45 
$49 
$43 
$35 
$35 
$52 
*$24 


$42 
$45 
$43 
$47 
$27 
$48 
$36 


$39 
$37 
$39 
$39 
$43 
$40 
$47 
$40 


m |V Sports Baseball 
H |TV Sports Basketball 
i TV Sports Football 


TurboGrafx 16 $99 
TurboGrafx CD Player $289 
TurboBooster $32 
TurboBooster Plus $46 
TurboCable $9 
TurboPad $19 
TurboStick $38 
TurboTap $19 
TurboVision $89 


ie san il 


GENERATIONS OF DOOM 


cna 


TG16 SHOOTERS 
Aero Blasters $49 
Blazing Lazers $37 
Cyber Core $42 
Deep Blue $27 
Dragon Spirit $37 
Fantasy Zone $27 
Galaga '90 $19 
Ordyne $37 
Psychosis $39 
R -Type $56 


Space Harrier $37 
Super Star Soldier $49 
TG16 SPORTS 
Battle Royal $47 
Davis Cup Tennis $43 
Jack Nicklaus Golf $44 
Panza Kick Boxing $43 
Power Golf $42 
Sonic Spike $37 
Super Volleyball $39 
Takin’ It to the Hoop $27 


$43 
$43 
$43 
$43 
$19 
$19 


TV Sports Hockey 
World Class Baseball 
World Court Tennis 

TG16 KICK & PUNCH 


China Warrior $27 


Vigilante $27 
TG16 SIMULATION 
Alien Crush $19 
Bloody Wolf $43 
Devil's Crush $47 
Final Lap Twin $19 
Moto Roader $37 
Victory Run $19 


TG16 CD GAMES 
Addams Family 
Fighting Street 
Final Zone 2 
It Came from Desert 
Jack Nicklaus Golf 


JB Harold 
Last Alert 
Lords of the Rising Sun 
Magical Dinosaurs 
Monster Lair 

Sherlock Holmes 
Shape Shifter 

Vallis 2 


Vallis 3 

Y's Book 1 & 2 

Ys3 
GENESIS STRATEGY 

Berlin Wall 


Blockout* % 
Centurion:Defndr Rome* * 


Columns 
Ishido 
Junction 


Master of Monsters 
Ms Pac Man 
Pacmania 


Populous* . 


Shove It 

Star Control 
Ultimate Qix 
Warrior of Rome 


7 $48 


$48 
$ 36 
$47 
$48 


$44 


GAME GEAR 
Game Gear 
TV Tuner 
AC Adapter 
Battery Pack 
Car Adapter 


oe 
es 
NHL HOCKEY 


Carrying Case 
Deluxe Carrying Case 
Gear to Gear Cable 
Chessmaster 

Dragon Crystal 
G-LOC 

Golden Axe 

Golf 


=] Joe Montana Football 
"| Leader Board Golf 


f] Mickey Mouse 
4 Outrun 


Psychic World 


Revenge of Drancon 


$47 
$48 


$39 
$ 36 
$42 
$29 
$43 
$38 


$52 
$40 
$59 


Shinobi 

Slider 

Solitaire Poker 
Space Harrier 
Super Monaco GP 
Woody Pop 


$149 


$99 
$15 
$42 
$22 


a 
$46 


$15 
$19 
$15 
$29 
$29 
$29 
$39 
$34 
$34 
$29 
$29 
$29 
$29 
$29 
$34 
$29 
$29 
$29 
$29 
$29 


GENESIS SIMULATION 


688 Attack Sub 

Abrams Battle Tank 

Air Diver 

Dinoland 

Hard Driving 

Paperboy 

Road Rash* 

Super Hang On 

Super Monaco GP 

Test Drive 2 
MASTER SYSTEM 

Master System II 

Aerial Assault 

Buster Douglas Boxing 

Golden Axe 

Golden Axe Warrior 


2 one 


Ghouls & Ghosts 
Joe Montana 
Mickey Mouse 
Moonwalker 
Paperboy 

Pat Riley Basketball 
Phantasy Star 

Slap Shot 

Super Monaco GP 


$59 
$49 
$44 
$42 
$47 
$39 
*$42 
$37 
$42 
$59 


$59 
$34 
$29 
$34 
$34 


ee 
Most items shipped same day. Cartridge Shipping UPS Ground $3.5 / Order: PO Box, APO, FPO $4 / Order: 2 Business Day Air $5 / Order: Air Mail to Europe $12 Minimum 

Air Mail to Canada $6 / Order: HI, AK, PR Surface $6 / Order: HI, AK ,PR 2 Day $10/ Order: Call for hardware shipping rates. 

Advertised prices are for new cartridges. Used software traded at $25 to $40 less than new price. No cash paid, store credit only. Used software sold at $10 to $25 less than new price. 

Shipping times not guaranteed. No returns accepted. Nothing is cast in stone. Everything is subject to change. Visa & MC accepted. CODs $4. Personal checks held 4 weeks. Money Orders treated as cash. 


* BUY 2 GET 1 FREE APPLIES ONLY TO THESE TITLES. SUBJECT TO A LOT OF LIMITATIONS. CALL FOR DETAILS. 


Chips & Bits Inc PO Box 234 Rochester VT 05767 - CALL 802-767-3033 


CIRCLE #126 ON READER SERVICE CARD. 


TV Sports: Hockey 
contains graphically strong 
sequences of the fighting 
thet occurs between players 


on the ice. 


basis, a detailed rink with clearly drawn 
benches and penalty boxes and also an 
enthusiastic crowd that cheers at every 
goal and jeers at every penalty. Teams are 
identified by country in an international 
league of ten clubs, and the game also 
includes player-substitution options and 
various control configurations. 

And, of course, there’s plenty of fighting. 
Every so often (and sometimes for no 
apparent reason), a pair of players will drop 
their sticks, fling their gloves to the ice and 
go at it. The game then switches to a larger 
side view of the combatants, where you 
can get a good look at the flying blood and 
spittle (yech!). One unique variation of this 
concept allows for occasional fisticuffs 
away from the puck, where neither of the 
two players are under your control. 

If you're familiar with the other titles in 
the TV Sports series, you're probably 
expecting to hear that the five-player 
mode is great fun and it sure is. To be 
honest, it’s hard to imagine how a game 
that allows five people to participate at the 
same time could fail to meet that simple 
criterion. Compared to the color-coding of 
players in TV Sports: Basketball, the num- 
bering system used by the hockey game is 
much clearer—it’s easy to identify which 
of the players is under your control. 

Less-skilled gamers can choose the 
“easy rules” option, which simplifies the 
game by eliminating offsides and icing 
calls. This way, you can play dump-and- 
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chase without first advancing the puck 
past center ice—just chuck it over toward 
your Opponent’s goal, and send your 
grinders in after it. You can’t use this tactic 
too often against a computer team 
though. The computer-controlled players 
skate brilliantly, and if you don’t direct a 
pass to a specific teammate, you'll soon 
see the biscuit being stickhandled in the 
other direction by a guy with the wrong 
jersey color. 

Since TV Sports: Hockey makes a favor- 
able impression by flaunting a healthy 
amount of realistic detail, it’s no surprise 
that the game’s biggest flaws are the areas 
where that degree of realism is sacrificed. 
Interestingly, most of these quirks result 
from the game’s conformity to the com- 
monly recognized conventions of hockey 
video games like Konami's Blades of Stee! 
and Nintendo’s own Ice Hockey, both for 
the NES. Someday soon there will be a 
hockey video game that doesn’t have 
fights breaking out twice per period (with 
the loser alone sent to the “sin bin”) and 
doesn’t have teams who celebrate each 
goal by crowding in front of the humili- 
ated goalie and performing a stick-raising 
war dance, and so on. When that game 
arrives, I'll be the first to give it the 
thumbs-up. 

But that’s not to say that | disapprove of 
TV Sports: Hockey—such defects are neg- 
ligible in light of the game’s sharp graph- 
ics, solid game play and delightful five- 
player options. This one’s recommended. 

—C. B. 
NEC Technologies, Inc. 
1255 Michael Drive 
Wood Dale, IL 60191 
(708) 860-9500 


Ms. Pac-Man 


TENGEN 
For the Sega Genesis ($39.95) 


GRAPHICS _ 3a 5 | 6 789 10 
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What can one say about Ms. Pac-Man 
that hasn't already been said—maybe five 
Or Six years ago? Only that ever since its 
coin-op release, home video-game manu- 
facturers have been trying, with varying 
degrees of success, to bring it to the home 
screen. The latest attempts have been very 
successful, and now Tengen’s Genesis ver- 
sion tops them all. In fact, the powerful 16- 
bit home systems are capable of doing so 
much more than simply reproducing the 
Original game, publishers are now adding 
options and features to increase the playa- 
bility and longevity of this old chestnut. 
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The basic version of the game perfectly 
emulates the arcade Ms. Pac-Man—later, 
after they bumped up the difficulty and 
took away the safe area in the third maze. 
In fact, it seems that the game actually 
looks a little better than the arcade ver- 
sion, with animation (in the intermission 
sequences) that occasionally seems 
smoother and more fluid than it did in the 
arcade. The sound effects are similarly 
authentic. The only concession to the 
home screen is in the way the screen 
scrolls. The original arcade monitor is 
taller than a TV set, so to fit the entire 
maze on the screen without changing the 
proportions, the maze scrolls to keep Ms. 
Pac-Man well in sight. 

The game play (for the two of you who 
haven't seen this game in one form or 
another) is elementary. You guide the 
rotund little lady around a maze, chomp- 
ing little dots and avoiding the ghosts 
Inky, Blinky, Pinky and Sue, whose 
touches are fatal. There are several larger 
power pellets you can also chomp: They 
temporarily turn the tables on the ghosts, 
who turn blue and flee from you while you 
gain extra points for chomping them. This 
advantage is only temporary, vanishing in 
seconds. In between mazes, there are 
small “cartoons” (a generous word for the 
bare bones little bouncing ball bits) 
describing the courtship and drama sur- 
rounding Ms. Pac-Man and her beau, Pac- 
Man himself. 

Tengen’s additions add mild interest to 
the scenario. There are four maze sets 
altogether: arcade, mini, big and strange. 
They’re not quite as extreme as their 
names indicate: the mini mazes are still 
large enough to have to scroll a bit; the 
big mazes aren't terribly bigger than the 
default arcade mazes, and the strange 
mazes aren't particularly whacked out. 
They can, however, create a few 
moments of sudden panic when you dis- 
cover that some openings aren't quite 
wide enough to allow passage, or that 
some corridors that look normal actually 
force you to go in ways you hadn't 
intended on going. Probably only the 
fans of the game that have gone to the 
trouble of memorizing strategies for the 
original mazes will be very thrown off by 
the alternate maze sets. 
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Other modes include one-player, two- 
player alternating and a couple of two- 
player simultaneous modes (competitive 
and cooperative), three different difficulty 
levels and the Pac-Boost. This boost 
option gives the game a different strate- 
gic spin by allowing you to move faster 
than the ghosts. With that advantage, if 
you're careless, you may find yourself 
running into ghosts rather than running 
from them. 


American Heart 
Association 


THIS IS HOW 
START THE MOURNING 


May we suggest you start your day a little differently? To 
learn more about healthy eating, contact the American Heart 
Association, 7320 Greenville Ave., Box 24, Dallas, TX 75231. 


You can help prevent heart disease. We can tell you how. 


9 


American Heart Association &p 


This space provided as a public service. 
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SUP2eEMACY 


KKKKK 


Challenge of the 
New World Order 


Meet the challenge of the new world 
order - where the threats are global 
and the struggle endless. 

You lead one of the world’s six 
superpower blocks to its rightful des- 
tiny - world domination. Shrewdly use 
your diplomatic skills to mislead foes 
and to keep allies loyal. 

Plan and prepare for war. Flex your 
economic muscle by building armies 
and navies, then make airborne and 
amphibious assaults on distant lands. 
By word and by deed your reputation 
will spread across the globe.. 

There is danger however — nukes - 
they cast the chill of the Cold War. Soon 
the world becomes a nuclear mine field 
- be careful where you tread. 


Supremacy is available at better hobby 
and game stores throughout the USA. 


To order the Supremacy board game send 
$44.95 plus $3.00 shipping and handling to: 


Supremacy Games Inc., 135 Statler Towers, 
Buffalo NY 14202 


My Cheque CJ or Money Order Cis enclosed. 


Please Print 


Name 
Address 
City State/Province 


Country Zip/Postal Code 


Please allow 2 to 4 weeks for delivery. 


CIRCLE #108 ON READER SERVICE CARD. 
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The game earns “fives” for faultlessly 
duplicating the arcade version’s mediocre 
sound and graphics, but extra points in 
the playability and overall categories for 
being such a playable, if technically out- 
dated, re-creation. If you’re a diehard who 
still can’t get enough of the Ms. Pac-meis- 
ter, or if you want what's currently the 
definitive version of an arcade classic in 
your very own home, this cartridge is the 
Pac-game to own—till the next version 
comes out anyway. 

—Brent Walker 
Tengen 
675 Sycamore Drive 
Milpitas, CA 95035 
(408) 473-9400 


JALECO 
For the Nintendo Entertainment 
System ($49.95) 


SOUND/MUSIC 


7Bqe 10 


GRAPHICS 42838456 
PLAYABILITY 1283466 7Bie 10 
OVERALL 1234567£[9o 10 


The name Bases Loaded has been syn- 
onymous with excellence in NES baseball 
games since the first issue of Nintendo 
Power magazine appeared with a photo 
feature that clearly illustrated how that 
first game was head and shoulders above 
the competition at the time. 

That premier edition of Nintendo 
Power was mailed to everyone who had 
ever bought an NES or a game cartridge 
and filled out a warranty card, so it’s easy 
to see why thousands of gamers recognize 
the name. Bases Loaded 3 is the latest 
game in the series, and it carries the 
endorsement of All-Star second baseman 
Ryne Sandberg of the Chicago Cubs. No, 
Sandberg didn’t have anything to do with 
the game’s development, which was han- 
dled mostly in Japan. 
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Keeping It Portable Was Tough..Until Now. 


Expanding your Game Boy system does not mean giving up portability; not now. The 
rugged Light Boy GAME KEEPER is a durable and practically designed hard-shell case 
for everything you will need to get the most out of your Game Boy system. 


With special compartments for your Game Boy, Light Boy, Rechargeable Battery Pack, 


Six Game Paks, Game Link, and Ear Phones, the Light Boy GAME KEEPER allows 

; for on-the-go action. A port is even provided to allow the cord for the battery pack 
-. [0 pass through to Game Boy. If you have a battery pack, you can keep it inside 
Bay the GAME KEEPER and still provide the power to keep your Game Boy going 


on the outside. 


Never again will you have to sacrifice power for portability. 


Nintendo® Game Boy® and Light Boy ™ are trademarks of Nintendo of America Inc. » am g 
Light Boy ™ is licensed exclusively to Vic Tokai Inc. 2 
TM & © 1991 Nintendo. All Rights Reserved. By Licensed Product y 


CIRCLE #128 ON READER SERVICE CARD. 


The key pieces of the first two games 
are intact, from the authoritative digitized 
voices of the umpires to the excellent 
player animation. One great feature that 
I'm glad to see again is the tremendous 
variety in the appearances of the pitchers 
and batters. Some batters are short, some 
are tall, some are right-handed and some 
are lefties, and each one has a different 
batting stance at the plate. Similarly, the 
pitchers all have different motions and 
individual uniform numbers—and some 
teams have relievers who can throw 
sidearm with the velocity of a cannon! 

Interestingly, the game does not 
include a “playoffs” option. Instead, the 
computer monitors your performance in 
a one-player game and subtracts points 
from a perfect score of 100 each time you 
strike out, make an error, get caught try- 
ing to steal, etc. It’s a unique, interesting 
idea, and Jaleco plans to reward gamers 
who can prove that they logged a perfect 
score against a Level 5 team, the game’s 
biggest challenge. Of course, you can 
always use the “edit” team, a club of 
players whose names and statistics can 
be modified any way you choose. “Go 
ahead, build yourself a team of .496 hit- 
ters,” encourages the instruction manual. 

The play controls are very good—the 


players are generally responsive to your [igs 


commands, and you have quite a bit of 
flexibility in issuing those commands. For 
example, when you’re throwing a pitch, 
you point the controller in the direction 
where you want the pitch to go. Then, dur- 
ing the windup, you can control the degree 
to which the ball will move in that direc- 
tion. Once you get used to the pitching 
mechanics, you'll find that you can accu- 
rately deliver the ball to almost any spot in 
the strike zone (or outside of it; wild pitches 
are not uncommon). 

The fielding is not bad, either, but here's 
where Bases Loaded 3 differs from the first 
two games in the series. When the ball is 
hit, your view of the action changes to an 
outfield perspective—the exact opposite of 
most NES baseball games. This means that 
longtime Bases Loaded fans are going to 
have to learn to point the control pad to the 
left to throw the ball to first base instead of 
the other way around. It really doesn’t take 
long to adjust to the new perspective, and | 
applaud Jaleco for taking a risk by changing 
a formula that has proven to be successful. 

Unfortunately, the game now suffers 
from the same problem described by Josh 
Mandel in his previous review of Hardball! 
for the Genesis in these very pages: When 
a ball leaves the infield, there’s no way to 
tell where your outfielders are located! The 
flaw is magnified by the fact that the play- 
ers don't automatically move to snare fly 
balls the way they did in the first game. 
There are times when a line drive will zip 
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Jaleco’s Ryne 


Sandberg Plays 
Bases Loaded 3 is 


as close as you 


Lefer 310h Lefer so0h | 
Avis Beh Right s0h | 


through a part of the outfield that’s so 
barren that you'll start to wonder if 
your center fielder stepped out for a 
box of Cracker Jack. 

My other gripes are as numerous 
as they are minor. | don’t care for the 
way the players vanish into thin air 
when they strike out or the way they 
“skate” when moving around in the 
batter's box. When a ball is hit and the 
screen switches to a “long shot” of 
the action, the colors of the field inex- 
plicably change to different shades of 
green and brown. And I'm still waiting for 
Japanese designers to include the National 
Anthem in their baseball games. 

As pretentious as it may sound, I'll stand 
firmly by my belief that we have not yet 
seen the “perfect” NES baseball game, one 
that fully exploits the power of the console 
while remaining faithful to the heart of the 
sport as it’s played in the United States. It’s 
possible that some enterprising game 
designer will sit down one day and incor- 
porate the best features of all the NES 
baseball games into one spectacular car- 
tridge. Until that happens—if it ever does 
happen—Ryne Sandberg Plays Bases 
Loaded 3 is currently about as close as you 
can get to that perfect game. And | 
wouldn't mind seeing a Bases Loaded 4, 
because Jaleco is getting closer every time. 

—C. B. 
Jaleco USA Inc. 
310 Era Drive 
Northbrook, IL 60062 
(708) 480-1811 
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“Major Wild Bill” Stealey, President of MicroProse. 


Real Pilots Don’t Just Play F-15 
Strike Eagle, They Help Design It 


Meet “Major Wild Bill” Stealey: ¢ Thrilling real-life missions in the Persian Gulf! 
“Life for a fighter pilot is that gut-wrenching adrenalin - Destroy chemical weapons plants 
rush you get when going supersonic with heat-seeking - Blast entrenched forces with high-tech weaponry 
missiles hot on your tail, pulling into a hard turn while ¢ Shoot down enemy fighters 
warning displays light up the cockpit — and as an Air Force ¢ Dodge incoming enemy missiles 


Academy grad with over 4,000 hours of military flight, | 
ought to know! Real pilots know that feeling, and real pilots 


e ' ; . | 
also know that F-15 Strike Eagle is the only NES™ game to Authentic Combat Flight Maneuvers & Tactics: 


st ; - Real loops, rolls and high-speed turns 
deliver the authentic dogfighting experience, because F-15 ae 
is designed by real pilots, and rea/ military simulation * Dogfight in a full 3-D world that lets you go where 
experts. Find out for yourself. Play F-15 Strike Eagle and you want | | 
see what real dogfighting is all about.” - Outsmart enemy pilots trying to shoot you down 


For the Nintendo Entertainment System. For the latest information on release dates and availabilities, call MicroProse Customer Service at 301-771-1151, 9 am to 5 pm EST, 
weekdays. © 1991 MicroProse Software, Inc. Nintendo and Nintendo Entertainment System and NES are trademarks of Nintendo of America Inc. 
This product is not affiliated or endorsed by the U.S. government or any branch of the service. Bill Stealey is a Lt. Colonel in the United States Air Force Reserve (USAF). 


Licensed by Nintendo® for play on the 


ENTERTAINMENT © SOFTWARE 


180 Lakefront Drive * Hunt Valley MD 21030 
(301) ¢71=1151 


CIRCLE #129 ON READER SERVICE CARD. 


Yo. Whassup? My name is Toe- 
Jam, and this here is my homeboy 
Big Rappin Earl (guess who's Big 
Earl). Were a couple of cold bussir’ 
aliens from the planet Funkotron. 
Check it out, Earl crashed our hype 


cruising vessel on the most funked- 


up planet in the whole universe, 
Earth. Now the two of us are lookin’ 
at a most magnanimous adventure. 

Looks like we're gonna have to 


hip-hop and explore the full Earth 
scene to score the Righteous Rap- 
master Module Speakers and 
munchies we'll need for the ride 
home. But yo, we know what time 


= It 1s. By the time Earl and I blow 
~ this "hood, we will have achieved 


Leading the 16-bit revolution” 
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Call your whole posse. Use a decoy. Open a present. Everybody dance now! T-T-F-loeJam and E-E-Earl. 
Two can party at this game. Bust a move. You're the MC. You make the moves. 


Supreme Funk Lord status. Whad- __ the crazed shopper and worst of all, 
dya say Earl? “Uh oh.” the nerd herd. But we'll be livin 

Say what? Oh sorry, Earl’s pants —_ large if we can find some of these 
fall down sometimes, he’s still a presents, like rocket skates and 
Dufus. What my homey meant to —_ tomato slingshots. So word up and 
say is that we gotta dis these freaky chill out lazy Earth-dudes, ‘cause 
locals, like this mad dentist dude, were jammin. 


Sega and Genesis are trademarks of Sega of America, Inc. ToeJam & Earl and the distinctive likenesses thereof are trademarks of JVP. All rights reserved. © 1991 Sega of America, Inc., 130 Shoreline Drive, Redwood City, CA 94085. 
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A lexis built the TOZ 


cs 


ght different | 
be learned, but 5 
ly one at a time. 
ne of the best weapons is the | 
_ Giga-Beam, which can be obtained 
_ from Gilbase, the mid-level boss of 
Stage 1, as well as refredly, an 
enemy that appears in Stage 2. 
_ © You can also get the ultimate _ 
weapon, the T-Braster, by shooting 
_TOZ six times before you capture 
an enemy. You must repeat this on 
each new stage. 
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level enemies before ee 
entering the asteroid 


a a ti ee Ns 
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easily get the T-Braster 
or Summersalt laser 
here as well. if you 
stay in the bottom left- 
hand corner, you 
should be fine for 
most of the way. 
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Rabute and) refredly run ram- 
pant in this section. Try to get 
the Giga-beam if youcan. 


enough thar the laser: fire w, 
not hit you, but fod must sho 


The traps or guillotines can be 
tricky: You must shoot the’ 


chain through the small open- 
ing at the bottom quickly 
enough so that the blade will 


fall. If you don’t, you will ei-. 


ther run into the chain or the 
blade and lose a life. 
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You will have to face three re- 
fredlys before entering the tun- 
nels. 


Wavedragon, the Stage 2 mid- 
level boss, can be destroyed 
by using a circular motion 
around the screen (following 
the edges) and by using the 
Giga-beam. It should take 
about four shots to the head to 
destroy it. 


if you have a weapon other 
the Giga-beam, which you can 
get from the refredly just be- 
fore this section, you might 


bullets, Bor | 
move high or 
the shock way 
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BY MIKE DAVILA 


Zt is a dark time for he VO 
sdeogame industry, Although \oi. woes 


/rleo games hare not superseded the Vat wate. HAW 


pooja moment, Caners Honea YAN, 
oye ened Vile we eR 


myn a tt ee 
No, at least not yet ... 


The video-game industry is said to fol- 
low a cyclical pattern. In many ways this 
ig true; after all, isn’t the industry in a 
slight slump right now? Maybe that’s due 
to the economy, but lately we’ve seen 
_ games that contain themes or characters | 
_ that were released for video-game systems 
almost ten years ago. How many remem- 
ber Parker Brothers’ Spider-Man for the 
_ Atari 2600? Hmmm, haven’t I seen that somewhere else recently? Even 
the Star Wars saga has found new life in today’s bear market. Maybe it’s 
the attractive marketability of these products that make them worth a 
second trip on the video-game roller coaster. 

The Empire Strikes Back, the second title in the Star Wars trilogy, is 
currently being developed for the NES by Lucasfilm Games and will be 
published/distributed through JVC Musical Industries. Let’s take a look 
at why this game is a hot ticket. 


an 


USING THE FORCE 
If you’ve played Star Wars, don’t 
expect to see the same scenario in 
The Empire Strikes Back. The 
game’s format and play has been 
completely revamped to follow the 
plot (naturally) of the movie. Ac- 


cording to Kalani Streicher, video- 


game producer of The Empire 
Strikes Back, the game was devel- 
oped by a different programing 
team (Sculptured Software) than 
Star Wars and will be segmented 
into eight different levels with the 
sixth and seventh levels divided 
into two parts. 

All of the action takes place on 
three different planets, each with 
its own environment and threats, 
and gamers are offered a choice of 
several vehicles to control. Cur- 
rently the game is composed of 
two megabits of program code, plus 
two megabits of graphics (com- 
monly known in the video-game 
industry as a “two plus two” con- 
figuration) and makes use of the 


specialized Nintendo MMC3 cus-. 


tom graphics chip. 
The first level of the game kicks 
off on Hoth, the remote ice planet 


where the Rebel Alliance (on the 


run from the Empire) has estab- 
lished a secret base of operation. 
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The Empire Strikes Back © 1980 Lucasfilm Ltd. All rights reserved. Used under authorization. 


The player as- | 

sumes the role of } 
Luke Skywalker | 
and is called to in- > 
vestigate what ap- | 
pears to be a me- | 


teor that has fallen g 
onto the planet. | 
Upon Luke’s ar- | 
rival, he discovers Fix 
that the meteor is | 
in fact an Imperial | 
probe droid. | 

The gamer con- § 
trols Luke and his | 
tauntaun (in a Ries 
side-scroller) = _ 
through a series of ice caverns that 
are infested with probe droids, 
waimpa ice creatures, and a variety 
of other ice-cave-dwelling beasties. 
Parts of the ice cavern are impass- 
able, and the player must dismount 
from the tauntaun in order to tra- 
verse the area. 

At several points along the way 
you are reminded by Obi-Wan 
Kenobi to “use the Force” and “the 
lightsaber is the weapon of the 
Jedi.” A window that appears in 
the center of the screen with a digi- 
tized photo of Obi-Wan is the 
source. Han Solo also offers advice 
and information as the game pro- 
gresses. 


ib 


— wi 


| 
| 
| 
: 


during the 
first quarter 
of 1992, The 
Empire 
Strikes Back 
will closely 
follow the plot 
of the movie. 


will find are food power-ups for 
your tauntaun, a lightsaber and 


Other items that the player | 


“Force” powers. Force powers can | 
be collected and then used when | 
desired or needed. Each of the | 


powers renders a different effect; 
for example, some will allow you 
to levitate, others enhance run- 


ning and jumping, deflect blaster | 
shots with the lightsaber, power- | 
up the lightsaber for greater dam- | 
age and, finally, some will allow | 


you to heal Luke. 


Level 2 also takes place on| 
Hoth, but this time you control | 
Luke as he pilots the snowspeeder. | 
The Imperial forces have landed on 


the planet and are 
advancing toward 
the rebel base. Us- 
ing the snow- 
speeder, the player 
must destroy the ad- 
vancing squadron of 
Imperial Walkers. 

A status screen at 
the top of the playfield keeps the 
gamer informed by indicating the 
position of the snowspeeder on the 
surface of the planet and also the 
positions of all the remaining ad- 
vancing walkers. There are also 
two other indicators or meters (a 
little heart with a side-bar-style 
graph) that show how much energy 
is left before Luke’s snowspeeder is 
destroyed and a meter indicating 
how much Force power Luke has 
remaining. 

If your ship takes enough hits 
and does go down, Luke gets a sec- 
ond chance. Emerging from the 
crashed snowspeeders wreckage, 
you must now control Luke by 
walking or running on the planet’s 
icy surface. 

Once on the ground, besides 
being besieged by a column of ad- 
vancing Imperial Walkers, you 
must watch out for enemy 
stormtroopers that are firing their 
blasters at you. Every time you 
take a stormtrooper out, 
or other enemy located 
throughout the game, a 
heart will appear in its 


Developed by Lucasfilm 
Games and published 
through JVC, Empire's 
story line will revolve 
around three different 
| worlds and will 

| encompass approximately 
| eight different levels of 
game play. 
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piace and float gently to the 
ground. If the gamer is quick 
enough to catch the heart before it 
reaches the ground and disap- 
pears, it will increase Luke’s 
strength. Unoccupied snowspeed- 
ers are located on the ground and 
scattered at various locations in 
this phase, so if you ‘ve wrecked 
one, you'll be Be 
able to hop into a 
new one just down 
the road. 

After destroy- 
ing all the Impe- 
rial Walkers in 
this stage, Luke 
Teturns to the 
base only to dis- 
cover that Prin- of 
cess Leia’s escape route 
is cut oft. This is the f 
final stage that takes 
piace on the planet | 
Hoth. In this level, i 
Luke must search i 
throughout the rebel J 
base and try to rescue | 
Leia from the invading I 
stormtroopers. As Luke 
the base for Leia, some of the ob- 
stacles he will encounter include 
the AT-ST (otherwise known as 
the Imperial Chicken Walker) and 
a large number of stormtroopers. 
At one point, Luke comes across 
a vacant chicken walker that can 
be boarded and used to find the 
princess. 

The next two levels of Empire 
take place on Yoda’s home planet— 
the jungle world of Dagobah. After 
the rebel forces abandon the base at 
Hoth, Luke journeys to Dagobah in 
search of the Jedi master. In the 
fourth level, Luke must traverse 
the jungle while avoiding a collec- 
tion of dangerous, indigenous crea- 
tures that are located in the trees 
and in the swamps. 

Once the player locates Yoda, 
the fifth level of the game begins. 
Here Luke, with the guidance of 
Yoda, undergoes intensive Jedi 
training. This part of the game fo- 
cuses around Luke and learning 
how to use his newly acquired 
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searches 


Force powers. [he level culmi- 
Mates with Luke confronting 
Darth Vader in what turns out to 
be a metaphysical struggle with 
himself. 

After Luke completes his Jedi 


training, you advance to the next 
level, which takes place outside of 
the Cloud City on the planet Be- 


I Sec Sik 2 
SS ox, ARERE 2S 


The gamer, as 


Luke Skywalker, | 
will be able to 


control a variety of vehicles; neki 
a snowspeeder, tauntaun, AT-ST and 
an X-wing fighter. 


spin. Luke must first penetrate 
the defenses of the city before 
lancing. [he gamer, using a 
speedy X-wing fighter, must dog- 
fight with numerous TIE fighters 
and Cloud Cars. 

As soon as all of the enemies are 
destroyed, you then 
proceed to the Cloud 
City itself. 

Once inside of 
Cloud City, you learn 
that Han Solo is being 
held captive by enemy 
bounty hunters, and 
you must rescue him. 
This level is reminis- 
cent of the level 
where Luke must res- 
cue Leia at the rebel 
base. (Instead of 
stormtroopers, you’re fe 
dealing with bounty 
hunters. After all the B 


bounty hunters have been de- 
feated, you are informed that Boba 
Fett has fled Cloud City and that 
Luke must go after him. In this 
section of the game Luke goes 
head-to-head in his X-wing fighter 
against Boba’s ship until Boba is 
destroyed. 


The last level of the game has 
3 =| Luke returning 
to Cloud City 


— * | to battle Darth 


Vader in the 
final conflict. 
The gamer must 
fight Darth in a 
hand- to-hand 


el using the 


lightsaber. 

Throughout 
the game the 
original sound- 
track and music 
from the mo- 
tion picture ac- 
company the 


_ | game play to produce a completely 
| ae Empire atmosphere. 


As I previously mentioned, the 
"game is still under development at 
Lucasfilm, and the last couple of 
levels of the game have not been 
completed. Many of the features 


and details described in this pre- 


view will more than likely be mod- 
ified in some form or another. The 
Empire Strikes Back is scheduled 
for release in February 1992 and is 
expected to sell in around the 
$44.95-$49.95 range. & 
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The Empire Strikes Back © 1980 Lucasfilm Ltd. All rights reserved. Used under authorization. 


' MPEREUR 


In this epic, KOEI carries you back to the sees 
turbulent time of the late 18th Century. 
Live the life of Napoleon as he rises to 
power, starting out as a mere commander 
and eventually gaining respect as an 
Emperor. Organize your troops and lead 
them into battles against the super Use artillery and cavalry 
powers of the era. Napoleon was a hero of = /°"™s © mush your foes 
great ambition and distinction, can you PC screen shot shown 
live up to his reputation? 


New for PC Version : Ad-Lib Sound Board Support, 
Mouse Support 


NES Version: 3 megabit cartridge, MMC-5 microchip 
128K RAM, Battery back-up 


(Release Dates: 9/91 PC/Comp., 11/91 NES) 


China is in a state of chaos! In a race ee eee Ste are 
against time, struggle to unify the country [Eee ew paul 
before it's overtaken by greedy warmon- ze bist 
gers! Develop alliances with other rulers 
and together attack stronger foes! Guide —7. , 
your people to enrich the land and expand [Ri23ieues 
your territory by driving out the evil forces. — New pull-down menus 
Make your mark on the pages of history by 

unifying China before it's too late! 


New for PC Version: Ad-Lib Sound Board Support 


PC screen shot shown 
Ter 
NES Version: 4 megabit cartridge, MMC-5 microchip : "Es Super | A fa! fs] | 
256K RAM, Battery back-up 


= ore 


els | 


| 


Choose your ruler wisely 


Licensed by Nintendo® 
for Play on the 


KOEI games are available in retail outlets nationwide! 
Your local retailer is the quickest and most conven- 
ient way to find the KOEI products you want. If you 


can't find the KOEI product you are looking for, call 
us at (415) 348-0500 (9am to 5pm PST) to charge on 
Visa/MC. Continental U.S. shipping only. 


KOEI CORPORATION One Bay Plaza, Suite 540 1350 Bayshore Highway, Burlingame, CA 94010 (415) 348-0500 


Sa Romance of the Three Kingdoms II is a registered trademark. L'Empereur is a trademark of KOEI Corporation. Nintendo®, Nintendo 
ap * 140 4 : Entertainment System® and the official seals are trademarks of Nintendo of America Inc. 
o ,F4bg yp 
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Tere eaenmwectTrTioON 


any of you will have already purchased the Super NES and are probably well | : : : 

into Super Mario World by now. The following is a small collection of the 40- pee ns SS 

plus games that will, hopefully, be available by the end of this year. And | : | | | 
that’s just to start things off. There’ll be plenty of new SNES video games released at , : 
the start of the new year. Other games that will possibly be released but are not pe a 
shown in this feature include: Darius Twin by Taito, Hat Trick Hero by Taito, Cave- 
man Ninja by Data East, Smart Ball by Sony/Imagesoft, Extra Innings by Sony/lm- 
agesoft, Raiden by Electro Brain, Castlevania IV by Konami, Legend of the Mysti- _ 
cal Ninja by Konami, Big Run by Jaleco, Augusta Golf by T&E Soft, Drakken by ~ 
Kemco-Seika, Bombuzal by Kemco-Seika, Populous by Acclaim, Smash TV by 
Acclaim, Super WWF Wrestlemania by Acclaim, RPG Racing by Interplay, 
Super Battletank by Absolute Entertainment, Super Mega Force by Toho, Ultra- 
man by Bandai and SD Super Battle Dodgeball by Bandai. 


a MxOs TIME {27 SCORE 20880 
i PERREERAN RETR ERE GED : 


ENIX 


October 1991 (NA) 

Vicious monsters have taken over the land, and the people live in fear. That 
is, until you stepped forward to lead the way. Now your people have turned to 
you for guidance. Each land is divided into two sections: an “action mode” 
and a “simulation mode.” The action mode is where most of the fighting is 
done, whereas in the simulation mode you must work with your people to 
help construct and protect housing and build roads. You must defeat the mon- 
sters in six lands before your people can live in peace. 


HUDSON SOFT 
November 1991 ($59.95) 

Forced to retire by the basketball league, Bill Laimbeer had been un- 
seen and unheard of for nearly 40 years. Then, in the year 2030, he 
mysteriously resurfaces as the new commissioner oe the pesrkoran 
league. And the game's going : “ > a 
to be played his way, with no 
referees or personal fouls. The 
sport is no longer basketball. | 
It's Bill Laimbeer’s Combat } 
Basketball. 
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JOHN MADDEN FOOTBALL 
ELECTRONIC ARTS 
December 1991 ($59.95) 
Electronic Arts will increase its Electronic Arts 
Sports Network (EASN) by introducing the first of 
three sports games for the Super NES. This version 
includes all the features found in the others, includ- 
ing the weather conditions, audibles, end zone cele- 
brations and even updates (complete with highlights) 
from other games played around the league. 


PGA TOUR GoLr 


ELECTRONIC ARTS 
December 1991 ($59.95) 

This golf game features some of the top tourna- 
ments played at the world’s top courses, including 
the Players Championship at Sawgrass, PGA West 
at PGA West Stadium Course, the Kemper Open at 
Avenel and the Honda Classic at Eagle Trace. You 
play on even terms against 60 of the TOUR’s best 
pros. In addition, the current top-ten PGA TOUR 
stars offer you playing hints and comments at 
each hole. 


—Press START ta ex t- 


LAKERS VS. CELTICS AND THE NBA PLAYOEES 
ELECTRONIC ARTS 

January/February 1992 ($59.95) 

To round things out, EA will also bring 

one of the top basketball games to the 

Super NES. The game features the full 

player roster from the 1990-1991 season 

with the complete stats for each player. 

And the actual 1991 All-Star teams from 
each conference are included. 


HOLE IN ONE GOLF 
HAL AMERICA 
(NA) 

Hal America’s first entry for 
the Super NES is this golf game. 
It includes six modes of play to 
select, including a “memory 
play” that allows you to watch a 
replay of hole-in-ones, eagles or 
albatrosses. You can also select 
up to four players and three lev- 
els of difficulty and, in multi- 
player mode, if you're in stroke 
play, you can set your handicap. 
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ASMIK 

November 199] ($59. ‘ 

A rich and powerful oil baron 
in the Middle East has started a 
war with the world. At the con- 
trols of a U.S. nuclear heli- 
copter, you must navigate the 
gunship through six countries 
and ten levels of play to finally 
reach the enemies’ headquarters. ‘i. enemy aircraft fly toward you at 
different altitudes. Using the top left and right button you can reach the 
top height of 15,000 feet or skim the pioeee at a low 50 feet to knock 
them out on the ak 


CULTURE BRAIN 
October 1991 (tentative) ($59.95) 
While not entirely realistic, Super Baseball Simulator 1.000 could be called 
the most involved baseball game to sao Six players can compete in a 5-to- 
ies 165-game season that can go from 
one to nine innings. There are 24 
teams to choose from with 432 play- 
ers involved in the action. Complete player and team stats are kept during the 
year that can be played in six franchise stadiums. An auto setting lets you edit 
your original team and then lets the computer play the game. In the manager 
mode, the manager will send in instructions to the players. You can edit every- 
thing about your team and players, right down to the team colors. There are 
three levels of playing difficulty, with 39 different ultra plays (20 pitches, 15 bat- 
ting and four fielding). 


ST ’ : are 
Pigs | é 4. ‘ ' 2 ey .* | ; 
? sseascsct 3 : » , be, i 


NINTENDO OF AMERICA 
Packaged with the SNES 
Mario’s back as he battles new foes in the largest of all Mario games. There are 
eight worlds and over 96 levels in all. In possibly the best of the Super Mario series, 
there are new weapons and modes of attack. The game is so big and involved, it's 
possible to find new paths and items each time you play. 


- NINTENDO OF AMERICA 

September 1991 ($49.95) 

is n f est (ifn not the best) and most innovative games to come along in a 
. You've entered the world’s most exclusive flight school, where you must master 
‘he basics of the four methods of flight before you can earn your wings. There’s sky 


diving, abe and oe a biplane and testing an cau ce rocket pack and a hang 
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Does your video game system 


have a problem with flashing, 
scrambled or blank TV screens? 
My original cleaning kits are the cure! 


FIX-A-SYSTEM PLUS 


wh 
"EL ASHITIS ” “SCRAMBLITIS” 
(BLANKITIS » 


FIX-A-GAME 


FIX-A-SYSTEM 


Is your Nintendo® controller malfunctioning? 
Are the on-screen figures not jumping , 

kicking or punching? Is it difficult To change 
directions or shoot and fire correctly? 
My Fix-A-Pad repair kit is the cure! 


Does your Game Boy™ or Lynx ® 
suffer from blank or scrambled screens? 
My cleaning kit for portables 
is the cure! 


WV VXI ‘gf 300 
fn 


‘CONTROLLOROSIS” 


il 


“BLANKOSIS” 
“SCRAMBLOSIS” 


FIX-A-PAD 


Tired of spending money 
to replace your Game Bou’s™ 
worn out batteries? 
My AC Adaptor for 
(Mis the cure! 


CLEANING KIT 
FOR PORTABLES 


so DOC'S* HAS THE CURE! 


Check out Doc's® other products including: 
- Doc's Power Up A.C. Adaptor for NINTENDO®: Replaces broken Control Deck™ AC Adaptors. 
* Doc's Auto Switch: automatic TV antennae/game switch for NINTENDO®, Genesis®, Turbo Graf X® etc. 
* Doc's Auto Power for Game Boy™:Plugs into any cigarette lighter adaptor to power Game Boy™ without batteries. 
* Doc's 1 Minute Encyclopedia of simplified Nintendo® game instructions. 


Find Doc's products at Toys R Us, Lionel Playworld, K & K, Kay Bee Toys, Venture, 
The Electronics Boutique, Software Etc., Hills, Fred Meyer, Meijer's Thrifty Acre. 


©1990 DOC'S HI TECH GAME PRODUCTS, RIALTO CA, 92376 Doc's® is a registered trademark of Doc's Hi Tech Game Products Inc. 
Game Boy™ is a trademark of Nintendo of America Inc.Lynx™ is a trademark of Atari Corp.Nintendo®, Nintendo®Control Deck™ 
and Nintendo Entertainment System ® are registered trademarks of Nintendo of America Inc. 
Genesis® and Sega® are registered trademarks of Sega of America Inc.Turbo GrafX 16™ is a trademark of NEC inc 


CIRCLE #132 ON READER SERVICE CARD. 


Neer eS SSS : 
F-ZERO 
NINTENDO OF AMERICA 
September 1991 ($49.95) 

Starting off as a rookie F-Zero pilot, you can 
choose from four hi-tech, high-speed Hovercrafts as 
you battle it out on seven courses in this futuristic 
racing game. Each Hovercraft has its own character- 
istics, and there are three skill levels. 


een 
SIMCITY 
NINTENDO OF AMERICA 
September 1991 ($49.95) 

This video-game version of the popular computer game will let you try your luck at city planning. You can build your 
city in over 1,000 possible sites, with your choice of possible zoning options and transportation. You can add airports, sea- 
ports, stadiums and, if you’re lucky, even an amusement park. The game has everything from taxes to floods, and you can 
also test your skills as a mayor. 


ceeeeeeeeeeee errr eS 
ZELDA III 
NINTENDO OF AMERICA 
September 1991 ($49.95) 
The adventures of Link and Princess Zelda continue as they both return to the fantasy land of Hydrule. In this adven- 
ture, Link will face gigantic monsters, evade hidden traps and solve intricate puzzles. 


GRADIUS III 


KONAMI 
September 1991 ($49.95) 

After generations of germ-free living, the gen- 
tle Gradians were cured of Bacterlon’s curse, or 
so they thought. Bacterlon is on the rampage 
once again, destroying Gradius and the sur- 
rounding planets. Control your M.A.X. starship 
through ten levels of play to see if you can stop 
Bacterlon’s reign of terror. 


ALLER ANTI PONE DEE NE PT TST ON EI PE IRIS RET ALTE 5 SAIS ESTER ING ILLITE 
SUPER GHOULS AND GHOSTS ana 858 
CAPCOM 
December 1991 ($59.95) 

Arthur, the boldest bladesman alive, is on a 
quest. He must save the lovely Princess Guene- 
vere from the clutches of the reeking ruler of the 
forbidden land, King Lucifer. This game features 
new weapons, a crossbow and four spellbinding 
quests, among other things. 
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A Hole in One, 


will | 


Bring your game up to par - play Hal’s 
Hole in One Golf! 


My HPP NINTENDO 


| HAL AMERICA INC. ENTERTAINMENT SYSTEM 


LICENSED BY lhe Tonctic Qpeciabhe 
7873 S.W. Cirrus Drive, Building 25F * Beaverton, Oregon 97005 © Tel 503/644-4117 © Fax 503/641-5119 


Nintendo, Super Nintendo Entertainment Systems and the Official Seals are registered trademarks of Nintendo of America Inc. 
1991 Nintendo of America Inc. TM and — HAL America, Inc. 1991. All rights reserved. 


CIRCLE #133 ON READER SERVICE CARD. 


Pause & | 


~ 


-& “Prince of 


‘San you hack it? As the 
imprisoned young 
adventurer who has just 

managed to escape your 
cell in the palace 
dungeons, you have only 
60 minutes to make your 
way to the top of the 
palace and rescue the 
beautiful princess from a 
forced marriage with 
Jaffar the evil tyrant who 
has stolen her father’s 
Erone. 

“will 

plunge you into an exotic 
world of challenging 


puzzles and non-stop action, 


featuring the most fluid and 
realistic animation you've 
ever seen on your 

Game Boy®! 


You may be swift and 
cunning enough to 
slash your way past 
palace guards and 
dodge trap doors... 
but how will you 
withstand the 
wicked sorcery 

of Jaffar? 


> “An unmitigate 
NIBBLE 


> “A tremendous, 
COMPUTER GANA 


Star Wars of e fel 
COMPUTER GA 
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Prince of Persia is a 
trademark of Broderbund 
Software, Inc. © 1989, 1991 
Broderbund Software, Inc., 
Jordan Mechner. 
All rights reserved. 
Licensed by Virgin Games, Inc. Virgin is a registered 
trademark of Virgin Enterprises, Ltd. 
NINTENDO, GAMEBOY AND THE OFFICIAL SEALS ARE 
TRADEMARKS OF NINTENDO OF AMERICA INC. 
© 1989 NINTENDO OF AMERICA INC. 


Virgin Games, Inc. 18061 Fitch Ave. , Irvine, CA 92714 TEL: 1(800) VRG-INO7 
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» Meanwhile, 500 ‘copies of this 
John Berkey illustration are now 


_° available as a limited edition 3 

"poster. To order your poster call 

- 1-800-245-4525 anytime in the USA 

*. and Canada. $6.50 plus shipping 

and handling. VISA/MasterCard/ 

Discovery cards accepted. . 

% ; ; seed ; . ‘ . ’ : ELECTRONIC ARTS? 
oe Systems game converted for the is ees Software. wi and Genesis are trademarks of Sega Enterprises Ltd. Starflight™ and Ultra-Compression,™ are trademarks of Electronic Arts. Software © 199] Binary Systems and Electronic Arts, all rights reserved : 
. | ‘hess . : ” CIRCLE #135 ON READER SERVICE CARD. j ‘ 
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the Software Giant Goes on a Telecommunications Guest! 


Ken Williams didn’t get to the top of the entertain- 
ment-software heap by being a stick-in-the-mud. How 
many other game publishers, for example, would have 
fooled around with a formula as successful as Sierra’s 
King’s Quest series? While competitors like Infocom and 
Scott Adams rode once-successful game formulas into 
the ground, Sierra continually fine-tuned its basic adven- 
ture-game engine, questing (So to speak) after the per- 
fect interface. And when the rest of the industry was de- 
voting its energies to churning out games for the 
then-dominant Commodore 64 in the mid-’80s, following 
the collapse of the video-game market, Sierra’s presi- 
dent stunned insiders with the announcement that it 
was leaving the 8-bit computer world behind in order to 


systems. oo 
It makes sense, therefore, that Sierra would, 
be the first game publisher to step into the bur- 
geoning telecommunications universe, with a 
bold, new concept dubbed The Sierra Network. : 
The Sierra Network (TSN), a subsidiary of Sierra On-Line, 
Inc., will concentrate on developing, marketing and deliv- 

ering games to a multisystem, online audience. 

“This is the culmination of a two-year research project 
to explore the possibility of creating games similar to 
those which we publish now, where the game actually 
spans multiple computers,” says Sierra’s founder, Ken 
Williams. “This would allow players to encounter each 
other during game play, sharing a common experience.” 

TSN “was a dream of Ken’s,” according to Mike 
Thornton, vice-president of operations for TSN. A former 
consultant on network design with 25 years in the 
telecommunications business, Mike joined Sierra in 
February 1991 in order to shepherd the project to com- 
pletion. The idea for an online gaming network had been 
kicking around at Sierra for about four years, but it got 
serious roughly two years ago. Since then, development 
of TSN has consumed approximately 30,000 man hours 
for programming, design and strategy sessions, and 
50,000 man-hours were spent testing the system. 
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Testing the System 


“Since October of 1990,” Ken Williams reports, “we 
have been conducting a test in the Los Angeles area in- 
volving about 1,000 users. Although the test only con- 
sisted of board and card games, it yielded amazing re- 
sults. The idea of being able to find good chess and 
bridge partners anytime you want without leaving home 
really caught on. Many of our testers had never touched 
a computer before, but were suddenly averaging 20 
hours per week and more on TSN.” 

Testing the new system was a major undertaking. 
TSN’s initial “out-of-house” test involved 36-48 senior cit- 
izens in Oakland and helped debunk the theory that older 


concentrate exclusively on the new generation of 2 citizens will always be hostile to high-tech. “We chose 


_ that group just because of the conventional wis- 
dom,” says Thornton, who reports, “Seniors are 
[Now] among our best customers.” 

An expanded test kicked off in August 1990 
among 400-500 Sierra customers in Southern 


Gaifone “The first version was really buggy,” Thornton 


admits. “It was unusual for anyone to actually get to finish 
a game until October. After that, it really began to solidify. 
The first host for the network is now extremely reliable.” 

Sierra continued to improve the software’s usability 
and reliability until it worked smoothly and dependably. 
This test ended June 1, 1991—when the system offi- 
cially opened for business. 

Interestingly enough, TSN was originally a 
“skunkworks” project, that is, it was a secret even 
within the company. “We didn’t want to de-focus our 
own programmers,” Thornton explains. Sierra was afraid 
that if the technical people at Sierra learned of the pro- 
ject, everyone would want in, which could have hurt the 
development of ongoing projects. 


Futerfacing With the System 


“TSN represents breakthroughs in a number of areas,” 
notes Ken Williams. “The toughest battle was figuring out 
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how to connect players to each other in a low-cost man- 
ner. Our goal was to charge a flat monthly rate, rather 
than some hourly rate, preferably under $10 per month. 
We were able to get costs down to where the service can 
be delivered at $11.95 per month (unlimited usage). 

“The second challenge was in hiding technology. Al- 
though TSN is enormously complex, | wanted a product 
my grandmother could use. No user IDs, PASSWON 


pull-down menus, etc. We have plenty of »~ — 


seniors now using the service. 

“Lastly, | wanted a responsive system 
that felt and looked just as good as the 
single-player entertainment currently 
available. We met this goal and even 
have a version of our top-selling flight 
simulator, Red Baron, running on TSN.” 

Development of an interface can be a 
brain-busting problem, but Sierra is | 
happy with the results of its search fora | 
totally transparent system. Te: 

“If you can use a mouse, you Can use 4s} 
TSN,” was how Mike Thornton put it. 
With the software now in use, all the 
user does is type “TSN” and then point 
and click the play button when it ap- 
pears, and he or she 
will be online with 
Sierra. The graphic inter- 
face is designed to facil- 
itate ease of use, with 
large on-screen buttons 
(for weak eyes), On- | 
screen text in large-size 
type and the complete 
elimination of pass- 
words and codes. 


Paying for the 
System 


Sierra offers two payment plans for interested users. 
The flat rate of $11.95 per month is now available in 
San Francisco, Los Angeles and San Diego. This entitles 
the user to an unlimited number of log-ons and full 24- 
hour access to TSN. This service is only available in 
areas in which there are 300-400 TSN users. Sierra can 
then set up a concentrator, or host computer, for that 
area and pass the savings along to users in the form of 
this flat rate offer. 

Otherwise, an hourly rate is used. The user pays a 
$4.95 per month fee, plus $2 an hour between 6 p.m. 
and 6 a.m. and $7 all other times. “We got such a good 
price from Sprint because of TSN’s evening orientation,” 
Thornton explained. This rate is currently available out- 
side California and will stay in force for those who don’t 
live in an area served by a concentrator. 


multisystem, online audience. 
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The Sierra Network (TSN), a subsidiary of Sierra On-Line, Inc., will 
concentrate on developing, marketing and delivering games to a 


Marketing and Organizing the System 

Several plans are already in operation to assist Sierra 
in selling its latest brainchild. Brochures including sign- 
up cards are being stuffed into all Sierra software pack- 
ages,and a joint promotion with Sprint, which will en- 
close TSN literature with Sprint billings to ten million 
customers, is already eee SENS 


athe Fe erat ‘ohitseeahe < si 

TSN is similar to that of cable 
operators. TSN will have a 
basic service and later intro- 
duce a selection of optional 
' add-ons for additional fees. 
Current basic service in- 
cludes: three card games 
| (hearts, cribbage, bridge); 
three board games (checkers, 
chess, backgammon); and a 
message board (with personal 
~ and general messages). 

Players can chat during play, 

and any subscriber who would 
rather watch than compete can ask any participant in a 
current game if they can watch. If permission is re- 
ceived, the gamer sees an “eye” in the corner of the 
screen to alert them that someone is watching over their 
shoulder. 

TSN offers no solitaire play, only head to head. “This 
is something you can’t do elsewhere,” explains Mike 
Thornton. “If you want to play chess solitaire, it makes 
sense to simply buy a program, like Chessmaster 2100, 
that allows this.” 

A forthcoming expansion of E-Mail Service includes 
plans to offer three sizes of mailboxes: 10-letter capac- 
ity ($3 per month); 50-letter capacity ($5 per month) 
and; 100-letter capacity ($10 per month). Capacities 
refer to how many messages these boxes can hold at 
one time. Sierra will provide users paying the hourly rate 
a free 10-letter mailbox as part of the basic monthly fee. 


re 


“user signs on, they go to the waiting room. 
rently online are identified by clickable boxes. 
0X calls up a profile of that person, which 
ole interests. The user can then contact 
‘send an offer to play. 

expands, there will be multiple wait- 
) iged like a private club. This will allow all 
who. want to play, Say, bridge, to go to a waiting room for 
- bridge players. This would make it easier to match up 

gamers who want to play the same game. 
Players are grouped around host computers—TSN 
uses 486-based PCs—and it will be possible to play 
someone who is connected with a different host. Unlim- 
_ ited users will pay an extra fee of $2 an hour, while 

urly rate users will not pay anything extra. 

It’s likely that other card and board games will be 
ded to the basic service in the forseeable future. One 
a <ely candidate is pinochle. Another is Reversi, which 
N like Thornton describes as “one of my personal fa- 


poe driven. by menu, "this depiction can be accurate or, 
_ of course, it could be quite fanciful. During game play, 
the other player sees this picture of their opponent fac- 
net ele across the table. 


. ery and 


SieraLand 


ae LarryLand and SierraLand are 
graphic environments, sort of 
—electronic-theme parks, which 


a The Sierra Network has been 
available in California since June 1 
and will expand to the rest of the 

Country over the next 12 months. 


self in his own show 


TSN is developing. When perfected they’ll be added to 
TSN as pay-basis add-ons. 


A projected “sketch” of SierraLand includes a little 
red schoolhouse that represents the Electronic Chalk-_ 
board team- homework feature. A windmill signals the 
presence of a wild miniature golf course, and there are ~ 
bumper boats. over by the picturesque river. A stone 
fence marks the perimeters of a paintball play area 
and the joystick- -shaped Wilco’s Arcade offers gamers 
multiplayer sessions with such Sierra action hits as 
Red Baron, Stellar 7, Astro Chicken and others. The 
Sculpture Garden is an aesthetic delight; users can 
marvel at the work of fellow TSN members or even cre- 
ate their own, alone or with friends. The Hard Disk 
Cafe is the local hangout, and TV station KFUN pro- 
vides members with a chance to observe or join in a 
wild, ongoing quiz show that is billed as being “defi- 
nitely NOT for adults!” 

LarryLand, on the other hand, will offer users a more 
grown-up environment, including a video casino, the 
Oasis Disco, the Yak 'n’ Yuk Comedy Club, a sports 
arena, Lefty’s Bar, Quiki-Mart and Hotel (complete with 
an outdoor Jacuzzi if you stay in the penthouse). Larry- 
Land is, of course, based on the adventures of Leisure 
Suit Larry, and its TV station KTSN features Larry him- 


# 6“ The sky is the 
| limit for LarryLand 
| and SierraLand,” 
- says Thornton. He 

“Ml also believes that, 

g in time, multiplayer 
| adventures and role- 
| playing entertain- 
/ ments could be- 
| come part of the 
| system. He admits, 

B however, that ad- 

= ~~ ventures online “are 
_ still quite a way off.” 
__ Meanwhile, Ken Williams’ original vi- 
sion of a multisystem online gaming 
network continues to grow. “Il see TSN 
as being closest to how people think of 
interactive cable television,” Ken says. 
_ “There is a basic subscriber fee, which 
_ includes unlimited access to the core 
service consisting of popular board and 
card games. By Christmas we hope to 
_ have SierraLand and LarryLand avail- 
- able—they are best described as cy- 
berspace-based theme parks for chil- 
_ dren and adults, respectively. 
TSN has been available in most of 

4 . California since June 1 and will ex- 

_ pand to the rest of the country over 
# the next 12 months. & 
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Chessmaster $18/$36 Operation Wolf $4/S7 

10 Yard Fight $4/S7 Chiller 18/29 SWAP YOU R OLD ae 3D 6/16 S d U Y 
1942 6/16 Chubby Cherub 12/26 Ni t d GAM ES Othello 12/19 en Ss Your 
1943 14/29 Circus Caper 8/14 iIntenado P.O.W. 6/14 Used Games and 
720 4/12 City Connection 4/9 =P Pan Pirate 24/34 
® Eyes 4/|2 Clash/Dmnhd afd FOR CASH OR NEW TITLES “ation = a RECEIVE U To 
Abadox 8/14 Classic Cnent 26/44 “Frankenstein $26/$44 KLAX $18/$29 Pacmania 26/42 Shooting Range $6/$19 "Tom & Jerry $22/$39 
Adv. Byu Billy 4/9 Clu Clu Land 10/16 Freedom Force 6/14 Knight Rider 8/16 Palamedes 12/29 Short Order 16/26 Tombs/Tests. 12/24 
Ady. Dino Riki [2/22 Cobra Cmnd 4/12 Friday 13th 4/12 Krazy Krtrs 18/29 Paper Boy 14/26 Side Pocket 30/54 Toobin 28/44 
Adv. Island 22/36 Cobra Triangle 6/14 Fun House 24/39 Krion Cnyst 24/39 “Paradikus 10/39 Silent Assault 8/16 Top Gun 6/16 
Ady. Island I 32/54 Code Nm Vpr 12/19 G.I. Joe 28/48 Kung Fu 4/9 “Password 26/44 Silent Service 4/9 Top Gun II 2/26 
Adv. of Lolo 12/26 Commando 4/\2 Galactic Crsdr 20/34 Kung Fu Hero 8/16 Perfect Fit 20/36 Silk Worm LO/19 Total Recall 8/19 
Adv. of Lolo II 32/54 Conan 23/39 Galaga 26/44 Last Ninja 22/36 Pesterminator 10/22 Silver Surfer 2/22 Totally Rad 24/39 
Adv. of Lolo HI 24/39 Conflict 24/39 Galaxy 5000 26/42 Last Starfighter 14/26 Phnim Fighter 6/14 Simpsons. The 24/39 Touchdwn Fyr 18/36 
Adv. T Suwyer 12/19 Cong/Xtal Plce 12/26 Gauntlet 4/9 Legacy/Wizzard 4/\2 Pictionary LO/19 Skate Or Die 4/7 Town/Country 3/5 
After Burner 20/34 Contra 10/16 Gauntlet II 8/19 Legend Kage 10/16 Pinball 14/26 Skate Or Die II 1O/19 Track & Field 4/14 

Air Ball 24/39 Crater Maze 24/39 Genghis Khan 26/49 Legend Wings 4/7 Pinball Quest 16/29 Ski Or Die 20/36 Track/Field 1 4/12 
Air Fortress 12/19 Crazyland 22/39 Ghost Bstrs 8/16 *Leends/Dmnd 24/39 Pinbot 16/29 Skull/Crssbns 14/26 “Trsure Mstr 22/39 
Airwolt 10/16 ‘Cross Bow 24/39 Ghost Bstrs I] 14/26 Life Force 6/16 Pipe Dream 1O/19 Sky Kid LO/19 Trick Shooting 1O22 
Al Unser LiL Crystal Mines 28/48 Ghost/Goblins 4/7 Lit! Lg Bsbl 1O/19 “Pirates 22/39 Sky Shark 10/16 *Trog 22/39 
Alien Synd 6/16 Crystalis 23/36 “Ghoul School 23/39 “Lith Mermaid 22/39 Platoon 3/5 Slalom 4/9 Trojan 4/\2 
All Pro Bsktbl 10/22? Cyberball 24/39 Gilligans Is] 20/34 Lith Nm Dr Mstr 14/26 Play Act Ftbl 4/12 “Smash TV 22/39 Twin Cobra 14/24 
Alpha Miss 4/7 Cybernoid 4/7 Goal 8/16 Lith Ninja Bros 24/39 Plee Academy 24/39 Snake/Rattle/Roll 12/19 Twin Eagle 18/29 
Amagon &/14 Dance Arobes 12/19 Godzilla 10/22 Lode Runner 1O/19 “PI Radiance 24/39 Snakes Revenge 10/16 Ult. Basketball 20/36 
‘Am Gladiators 22/39 “Dare Seed 24/39 Golt 8/16 “Lone Ranger 22739 Popeye 4/12 Snpy Sily Sprts 20/36 “UN Journey 24/39 
Anticipation 4/9 Dash Galaxy 6/12 Golf Grand Slam 23/39 Loopz 16/29 Powerblade 24/39 Soccer 4/2 “Ult Lee Soccer 29/39 
Arch Rivals 23/39 “Dydrming Dvy 23/39 Golf Peble Bch 16/26 “Lord Lightning 24/39 “Powr Pd Ftbl 24/39 Solar Jetman }2/22 *Ult Siuniman 22/39 
Archon x/19 Days Thndr 22/39 Golgo 13 6/14 Low G Man 6/16 Predator 4/12 Soloman’s Key 6/14 Ultima 14/29 
Arkanoid-Game 12/29 Deadly Towers X/14 Goonies I] 4/7 Lunar Pool 14/29 Prncs Tomato 28/48 Solstice J 2/24 Ultima I 22/44 
Arkistas Ring 8/14 Death Race 18/29 Gotcha 3/9 *L°Empereur 22/39 Pro Am Racing 6/19 “Space Marine 22/39 “Unchrid Wtrs 22/39 
ASLYUnitx 4/9 Deathbots 18/29 Gradius 4/9 M Andretti G.B. 28/48 Pro Wrestling 4/9 Spelunker 1O/19 “Uninvited 26/44 
Athena &/14 Defend/Crwn 8/16 Gremlins II 18/29 *M Ditka Bg Ftbl 28/49 Punch Out 6/16 Spotu:Game 22/39) Untouchables 24/39 
Athletic World 8/14 Detender II 12/19 Guardn Lend 4/9 M.U.L.E. 20/32 Punisher 14/29 Spy Hunter 4/7 Urbn Chmpn 8/14 
Attck Killer Tmto 239 Deja-Vu 12/26 Guerilla War 8/16 Mach Rider 8/14 Puss/Boots 10/22 Spy Vs. Spy 4/\2 Vegas Dreams 34/54 
Baby Boomer 28/48 Demon Sword 4/12 Gum Shoe 4/\2 Mad Max 4/7 “Puttmaster 24/39 Sqoon 6/14 “Vice 22/39 
Back/Futr 4/14 Desert Com 18/29 Gunsmoke 12/16 Matat Cnsprey 14/24 Puzzle 20/34 Stadm Events 30/49 Vindicators 8/14 
Back/Futr H/T 14/29 Dest. Erth Str 8/14 Gyruss [2/19 “Mag Candle 24/39 Puzznic 18/32 Star Force 4/9 Volleyball 4/9 
Bad Dudes 4/12 Dest/Emp 16/29 “H Glbtrttrs 28/44 Mag Jhnsn Bskb }2/2? Pyramid 26/42 Star Ship Hetr 6/14 Wall Str Kid 16/26 
Bad News Bsbl [2/29 Dick Tracy 4/12 “Happily/Alter 22/39 Mag Sherezade 14/24 “Pyross 24/39 Star Soldier 4/9 “Wally Bear 24/39 
Bad Str Brawl 6/14 Dig Dug Il 1O/19 “Happy Cmpr 26/44 *“Mag/Shrzd I 28/49 Q-Bert 8/16 Star Tropics 16/29 War vs Drugs 24/39 
Balloon Fight 6/16 Digger 26/44 Hard Driven 28/49 “Magic Darts 24/39 Qix 32/49 Star Voyager 4/9 “War Wheels 24/39 
Band Kings Ane 34/59 Dirty Harry 16/26 “Hatris 24/39 Magician 26/44 Quantum Fighter 18/32 *Starblade 24/39 W Grisky Heky 24/39 
Bards Tale 28/48 Disney Adv 16/29 Heavy Barrel 8/16 Magmax 4/9 “Quatro Sports 22/39 Stealth 16/29 Werewoll 6/16 
Baseball 4/7 Dizzy 22/39 Heavy Shredin 14/26 Maj Le Bsbl 6/16 Racket Attack 4/\2 Stinger 6/14 Wheel /Fortune 16/29 
Baseball Smitr 20/39 Dnky Kng Math 20/39 “Hell Raiser 24/39 Maniac Mansion 16/29 Rad Gravity 8/19 Street Cops 8/16 Wheel /Frin Fam 20/42 
Baseball Stars 34/59 Dnky Kong 10/19 Heroes/Lance 12/22 MappyLand 14/26 Rad Racer 6/12 Street Fighter 4/7 Wheel /Frin Jr 24/39 
Bases Loaded 8/19 Dnky Kong 3 8/16 ‘High Speed 22/39 Marbl Mdns 8/19 Rad Racer II 12/24 Strider 4/12 “Where's Waldo 24/39 
Bases Loaded | 18/32 Dnky Kong Clas 12/24 “High Speed 23/39 Mario Brothers 6/14 Raid 2020 14/26 “Stunt Kids 22/39 Whomp'em 24/39 
Batman 6/16 Dnky Kong Jr 6/12 Hogans Alley 6/19 Marvels X-Men 6/14 Raid Bung! Bay 4/9 Super Cars 24/39 Wild Gunman 8/14 
Battle Chess ie Doubl Dare 14/26 Hollywood Sqs 10/19 Master Chu L226 Ralley Bike 12/26 Super Contra 18/29 Willow LO/19 
Battle Olym 18/29 Doub! Drgn 6/14 Hoops 4/12 *Mich Bx Rers 24/39 Rambo 4/9 Superman 18/29 Win/Lose/Draw 12/19 
Battle Tank 28/48 Doub! Drgn II 6/16 Hunt Rd Oct 26/42 Mech Attack 6/14 “Rambo II 24/39 Supr Ddge Ball 14/24 Winter Games 3/7 
*Beess2 » 22789 Doub! Dren II 29/39 Hydlide 8/14 Mega Man 28/44 Rampage 8/16 Supr Glve Ball [2/24 Wizardry 24/39 
‘Beetlejuice 26/42 Doub! Dribble 10/19 1 Cn Rmembr 26/44 Mega Man II 14/22 RBI Baseball 8/16 “Supr Jeopardy 22/39 Wizards/Wrriors 3/7 
Big Bird Hd/Sk 2/42 Doubl Strike 18/29 Ice Climber 6/14 Mega Man III 18/29 RBI Bsbl Il 24/39 Supr Mario 3/5 “Wolverine 22/39 
Big Foot 12/24 Dr. Chaos 6/12 Ice Hockey 6/14 Menace Beach 26/42 “RBI Bsbl III 24/39 Supr Mario I 12/22 “World Champ 24/39 
“Big Nose/Cvimn TAY Dr. Jekyll/Hyde LO/16 Ikari War 8/16 Mendel Palace 14/24 Remote Cntrl 6/14 Supr Mario II 29/39 World Chmp Wrst 14/29 
“Bill/Ted Adv 28/44 Dr. Mario 16/32 Ikari War I 4/12 Metal Fighter 12/24 Renegade 6/14 Supr Mr/Dk Ht 3/5 World Cls Tr Mt 4/9 
“Bio Force 23/39 *Drac Nite Out 24/39 Ikart War I 20/36 Metal Gear 3/5 Resce Emb Miss 4/7 Supr Mr/DkK/Trk 4/7 World Cup Seer 24/39 
“Bio Force Ape BY “Drag Fehtr 24/39 Image Fight 4/14 “Metal Mech 24/39 Rescue Ranger 18/32 Supr OFF Road 16/29 World Games 10/19 
Bionic Cmmind 6/14 Dragon Power 10/16 Immortal 24/42 “Metal Storm 24/39 Ring King 1Of22 Supr Pitfall 8/16 World Runner 4/9 
Black Bass 32/49 Dragon Spirit 6/12 Imp Mission I] 18/29 Metroid 4/12 Rivr Cty Rnsm 10/22 Supr Spk Vlybl 14/24 Wrath BIk Mata 4/|2 
Blades of Steel 18/29 Dragon Warrior 6/12 Ind Jns Lst Crsd 22/39 Mickey Mouse 12/22 Road Blasters 14/24 Supr Sprint 8/16 Wrecking Crew 6/14 
Blaster Master 4/7 Dragon Warrior 1 30/54 Indiana Jones 6/16 MIG-29 22/39 Road Runner 12/24 “Supr Spy Hunter 22) a9 Wrestlemania 4/7 
“Block Out 24/39 “Dren Warrior IT 23/39 Infiltrator 3/5 Might Bmb Jck 10/19 Robo Cop 4/12 Supr Tm Games 12/19 Wurm 24/39 
“Blues Bros aes Dragon's Lair 26/42 Iron Sword 3/7 “M Tyson Pwrpneh = 22/39 “Robo Cop 2 24/39 *Suprsushi Pnbl 24/39 WWE Challenge 16/29 
*Bo Jackson 24/39 Duck Hunt 3/3 lron Tank 8/16 Millipede 18/29 Robo Demons 14/2? “Swrd Mstr 24/39 Xenophobe 4/7 
Bomberman 10/24 Duck Tales 10/19 Ishido: Stones 24/39 Milon Sec Castle 6/14 Robo Warriors 8/14 Swrds/Serpents 4/14 Xevious 4/16 
Boulder Dash 12/19 Dudes/Att 18/29 Isltd Warrior 24/39 Mission Cobra 12/19 Rock N Ball 10/16 T. M.N.T. 6/14 XeXyZ 4/|2 
Boy / His Blob 8/16 Dungeon Magic 10/22 J Chan Kg Fu 28/48 Mission Imp 4/12 Rocket Ranger 4/7 T. M.N.T. Il 18/36 Yo! Noid 16/26 
Breakthru 4/9 Dusty Diamnd 24/39 J. Nicklaus GIt 24/39 “Mnstr Trek RIly 30/48 “Rocketeer 24/39 Taboo 6th Sense 10/16 Zamac L2AU9 
Bubble Bobble ea A) Dyno Warz rate Jackal 4/12 Monopoly 32/49 “Rockin Kats Jy a9 Tag Team Wrst 8/14 Zelda 6/16 
Bugs Bny 26/44 Elev. Action 10/19 Jaws 8/16 Monster Party 10/16 Roger Rabbit 8/16 Tagin Dragon 22/36 Zelda LO/19 
Bugs Bny Bthdy 18/36 “Elim Boat Dual RAL Jeopardy 14/26 “Moon Ranger 24/39 “R Clemns Bsball 22/39 *Talespin 24/39 *New Releases 
Bump Jump 6/16 Evrt/Lndl Ten 14/22 Jeopardy 25th 14/24 “Motr Cty Ptrl 24/39 Roller Ball 29/36 “Talky Spr Pwrd 24/39 hirer Parra ane a 
Burat Fighter 10/16 Excitebike 6/14 Jeopardy Jr IR/32 Ms Pacman 24/39 Roller Games 8/19 Target Rengade 4/9 Nintendo 
Burger Time 8/19 F-15 14/29 “Jet Bike Smtr 22/39 Muppet Adv 12/24 Rolling Thunder 6/12 *Targhan 24/39 ACCESSORIES 
Cabal 6/14 “Family Feud 30/49 John E. Qtrbck 4/7 Muscle 6/12 “Romne/3 King Hl 22/39 Teemo Baseball 10/22 Control Deck $40/$49 
Calif Games 1O/19 Fantasy Zone 18/29 Jordan/Bird 8/16 Mystery Quest s/I4 Romnce/3 Kings 20/36 Tecmo Bowl 14/39 ah oi iy , 4/I 5 
“Calif Raisins 26/44 “Faria 26/44 Journey Silius 10/22 NARC . 8/14 Rush N Attack 4/7 Teemo Wrild West Bit? Adv nate ’ 6/22 
Capt Comic 10/16 Faxanadu 4/\2 Joust 4/16 Nascar ChlIng 32/49 Rygar 4/9 Tennis Loin Arkanoid: 26/48 
Capt Skyhawk 8/24 Fester’s Quest 6/14 Karate Champ 3/5 Natl Ftbl Ly 4/14 eS UC AGT. 24/39 Terra Cresta 3/9 DbI Player Syst 1276 
Casino Kid 18/29 Feht Golf LT 28/48 Karate Kid 4/12 “New Zind Stry 24/39 “Samrai Cnflet 24/39 Tetris-Nintendo 18/29 | EDYX joystick 4/2 
“Castelian 24/39 Final Fantasy 18/29 Karnov 6/12 Nehtmr Elim Str LO/19 “Search King 24/39 Three Stooges LO/16 Cone Cleaner 14.95 
Castle Deceipt 18/29 “Fire Hawks 22/39 Kickle Cubicle 8/22 Ninja Crsdrs 12/26 Section Z 4/7 Thunderbirds 18/32 Game Cleaner #2 ).95 
Castle Dragon 14/22 “Firehs Rescue 32/54 Kid Icarus 16/26 Ninja Gaiden 6/14 Seicross 8/14 Thundercade 8/16 NES Max Joypad 2/9 
Castlequest 6/16 Fist / No. Star 16/26 Kid Kool 6/14 Ninja Gaiden IH 6/16 Sesame Str 123 14/24 Thundr/Lightng 22/39 Baar Glave 12/24 
Castlevania 6/14 “Fleht / Intrdr 24/39 Kid Niki 10/16 “Ninja Gaiden I 23/39 Sesame Str ABC 2()/34 Tiger Heli 4/7 Power Pad 6/19 
Castlevania I 4/7 Flyng Drag | 6/12 King Knight 4/12 Ninja Kid 8/16 Shadow Ninja 18/29 Tiles OF Fate 18/29 RE Adapter 4/15 
Castlevania HI 12/19 “Flyng Drag II 24/39 King Neptune 18/29 Ninja Taro 24/39 Shadowgate 6/14 Time Lord 4/\2 Satelite 12/29 
Cave Mn Gms 18/29 “Flyng Drag III 26/44 Kings/Beach 8/16 Nobun Amb 16/32 Shingen Ruler 18/29 “Times Lore 26/42 Sele Wrles Rem 4/14 
Chall Dragon 14/24 “Flyng Warriors 26/44 “Kiwi Krayz 24/39 *“Nobun Amb II 32/54 Shinobi 10/19 “Titan Warrior 24/39 U Force 8/19 
Champ BowlIng 22/36 “Formula | 26/44 *Klash Ball 24/39 North/South 28/48 Shock Wave 18/29 To the Earth 4/7 Ult. Wireless JS 6/14 


CALL TO 


FUNCO, INC. ‘Gane 


MOST GAMES DELIVERED WITHIN 2 BUSINESS DAYS 


(When ordering by Credit Card) 


| FREE MEMBERSHIP—Just fill out coupon era. tn ta 
and mail in. You will receive "The Fun Club" —_ ee. 


| catalog. os 


| THE FUN CLUB ATS o 


» 
| 4948 Highway 169 North, New Hope, MN 55428 © 
| Name 


| Address 
| 
| 


| State 


(612) 533-8118 
——— 


We Also Have GAME BOY '“' and Sega Genesis Games And Accessories 


me pucere All Games Come With A 90-Day Warranty 


To Purchase: Send check or money order, or credit card number to FUNCO, INC., 4948 Highway 169 
North, New Hope, MN 55428. Please allow 3 weeks for personal checks to clear. Add $4.95 Shipping plus 
50¢ per game. Add $1.00 per title if ordering by credit card. APO's, Canada, Alaska, Hawaii, please double 
shipping charges. MN residents please add 6.5% sales tax. WE DO NOT CHARGE YOUR CREDIT CARD 
UNLESS YOUR GAME IS IN STOCK. (WE ARE NOT PART OF OR ENDORSED BY NINTENDO * ) 
To Sell Us Games: Call us first for current prices. Prices based on game, instruction manual and original 
box. Subtract $1.00 for missing manuals and $3.00 for missing boxes. 


(Due to a3 month lead time to place this ad, our sell or buy prices may be different) We reserve the right 
to refuse any purchase or sale. 


City 


Zip 


CIRCLE #136 ON READER SERVICE CARD. 


or the last two years or so we have 

written Destination Arcadia from the 

standpoint of what the game was 
about and what we felt about the games 
covered that month. Well, for this 
month’s Destination Arcadia we decided 
to do something a little different. Instead 
of looking at a game after it’s been fin- 
ished and released, we'll take a look at 
how the game is conceived and the pro- 
cesses that are involved to get a game 
out the doors and into the arcades. And 
what better game to take a look at than 
the one based on this summer’s biggest 
blockbuster movie, Terminator 2: Judg- 
ment Day. 


The Pinball 


ge ee Ee oe ee 
THE STEPS: 


1. Although not always required, it 
does help to read the 
script of the movie before 
work is started. This will 
sometimes give the de- \ 
signer an idea not thought 
of previously. 

2. The designer begins 
working on concepts for the 
pinball on a drafting table. 
The original drawings are 
done to full scale. The key 
here is not only to do the top 
of the game but the bottom as 
well. All kick holes, bumpers 
and drop targets can be many times 
larger under the playfield than on top. So 
the key to whether something will fit on 
top is whether it will fit underneath. 

3. Once the logistics are worked out 
on paper, it’s time to see what happens 
on the playfield. Everything is transferred 
to a plain board, called a white wood. 

4. A few solenoids are added, as well 
as the flippers, to give the designers a 
better feel for the game. 
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5. The artist will begin preliminary de- 
signs of what he thinks the game is 
based on, given the concepts and de- 
signs given him. In the case of a movie, 
the art must be approved by the studio, 
as well as actors, if likenesses of them 
are used. 


_ signer presents the budget for 
X.,, fhe game to management, who 


and items they think are 
too expensive. Knowing 
this, the designer will 
always put more into 
the pinball in hopes 
of keeping what he 
or she really wants § 

in the game. 


6. At this stage of the game, the de- 


7. If all goes well, the cabinet and 
playtield art will be completed and ap- 
proved. When dealing with a movie stu- 
dio, this can sometimes take a long time. 
In some cases, if the pinball is based on 
a movie, the artist will be required to cre- 
ate concepts that are found in the movie 
without giving the plot away, as was the 
case with T2. This can be extremely diffi- 
cult sometimes. 

8. At this point, all the major items to 
be used in the pinball are worked on 
and created by the engineers. This also 
covers how the pieces are going to be 
constructed and with what materials. Ex- 
amples from T2 include the gun grip (in- 
stead of plastic, which would have been 
less expensive, die-cast metal was used), 
the skull and the future-wars aircraft. The 
software is then put into full swing. 

Software for a pinball isn’t really im- 
plemented until two to three months after 
the first drawings are made. The pro- 
gram is essentially written some 60 dif- 


=i 


TER . 
JUpmNATOR — 


Top (from left to right): T2 video-game 
designers Jack Haeger, John Vogel, 
George Petro, Warren Davis, Bill 
Dabelstein and Tim Coman (kneeling). 
Left: T2 pinball designers Steve Ritchie, 
Dwight Sullivan and Carl Biagi. 


ferent times to allow for the differ- 
ent settings (how many coins for a 
credit, whether to allow for an 
extra ball or credit points, 
whether certain targets will light 
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ILLUMINATOR. 


A GAME BOY, LIGHT ACCESSORY 


See your GAME BOY. 


In a Whole New Light 


ont 


ee Official 


\ 


Seai of Quality 


up at the beginning of each ball and/or 
how many balls to allow for a credit) that 
an operator can choose from when the 
game is at the arcade. 

9. Hopefully, the back glass has also 
arrived, and a freelance sculptor begins 
molding the odd, 3-D pieces so they can 
be mass-produced. 

10. Over the last six to seven months 
the rough sound and music of the game 
should have been worked on, and it’s at 
this point that everything is slowly 
merged together. This takes a lot of coor- 
dination between the sound and music 
programmers so that each sound will 
reach a climax or higher level of intensity 
as the different shots and cycles are 
made. For the T2 pinball, that also meant 
having a soundtrack system set up on lo- 
cation so that Arnold Schwarzenegger 
could read a script that contained 
phrases such as “extra ball.” 

11. Now come the judgement calls for 
the designer: what shots or ramps to 
keep, which ones really don’t give the 
pinball the correct feel and deciding 
whether a new technology breaks the un- 
written laws of pinball, such as having 
the flippers shut down after five to ten 
minutes of play during a ball. This is also 
the time the designer should ask himself, 
“Where is the game going?” and when 
ideas from the last couple of months are 
intermixed or refined to see which ones 
work best together. 

12. Now comes time for the hand- 
built games to be made. This can take 
weeks as personnel wait for special parts 
to be made and delivered. Testing and 
final changes also begin here. 

13. After all parts have come in, the 
game is shipped to test 
sites located all over the 
world. The programmers 
make special trips to 
monitor the game’s 
progress and audit the 
game’s performance. 
Final adjustments are 
made based 
on their obser- | i 
vations, as 
well as the |g 
suggestions of ja 
the arcade op- 
erators and 
the players 
themselves. 3 
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14. Finally, after all adjustments have 
been made, the game is mass-produced 
and sent to the various distributors lo- 
cated all over the world. This is where 
your local arcade owner might see a 
game for the very first time. 


The Players: 


Steve Ritchie 
Designer 
Dwight Sullivan 
Software 
Carl Biagi 
Mechanical Engineer 
Doug Watson 
Art 
Chris Granner 
Music/Sound 
John Vogel 
Video graphics (dot matrix) 


The Video Game 


THE STEPS: 


1. In the case of the T2 video game, 
the main requirement was for the poten- 
tial programming team to fly to Califor- 
nia to read the script and see if it would 
make a good video game. This occurred 
back on July 10, 1990. 

For the reading of the script, each 
person was placed at their own desk 
without pen and paper for notes. There 
was a guard on duty watching them, and 
the script could not be discussed between 
themselves while they were there. It was 
best described as a test being taken in 


high school. 


Left: Jack Haeger reviewing 
footage from the movie. 
Below left: Designer Steve 
Ritchie works on the 
pinball’s layout. 

Below right: John Vogel 
prepares the endoskeleton 
for taping. 


2. Once back in Chicago and at the 
hotel, different aspects were dealt with, 
including what art systems and other 
equipment would be needed. 

3. The storyboards were drawn. 

4. When the storyboards were com- 
pleted, the team had to fly back to Cali- 
fornia to show them to James Cameron. 

5. As the presentation went on, the 
storyboards were updated, and James 
Cameron offered many ideas. It was at 
this point that he gave the team full ac- 
cess and cooperation. 

6. Now came the time to decide the 
breaking points and what parts of the 
movie would be used in the game to set 
the pace and action. 

7. The process was set into motion 
when the mechanical engineer started to 
develop the gun and other pieces. The 
art for the cabinet and marquees began. 

8. Using a video camera, they filmed 
the action and background on-site. This 
is also where they filmed the actors as 
the movie was being filmed. 

9. As different segments were com- 
pleted, film was sent back to Chicago 
where the digitized characters were 
placed in the backgrounds, and action 
was programmed into the game. 

10. Again, there is little sound, which 
is finished last. 

11. When the preliminary game is 
complete, it will be sent to the arcades 
for testing. This is where the program- 
mers can learn if the game is too easy, 
too difficult, where the “walls” are for 
players, etc. The final “extra settings” are 
also programmed into the game. 

12. Once this is complete, the game 
will be ready for mass production and 
will be sent to the distributors. 


The Players: 


George Petro 
Project Leader and Programmer 
Jack Haeger 
Project Leader and Art 
John Vogel 
Art 
Tim Coman 
Art 
Warren Davis 
Programmer 
Chris Granner 
Sound & 
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By I. C. GOOLS, Times Staff Writer 


NEW YORK--What appeared to be a harmless 
meteorite crashing in the Nevada desert has 
turned out to be Darc Seed, an evil alien creature 
with horrible powers. By shooting strange 
rays, Darc Seed has turned the helpless 
nation into zombie slaves. 

Mayor Heminhaw immediately called an 
emergency press conference where he read the 
following prepared statement. “I um, er,ah, I am 
doing everything, ah, er, humanly possible to see 
to it that ah, this situation er, um, this terrible 
Situation ah, comes to a ah, ahem, a swift and 
er, um, um, a swift and um, satisfactory close. 


*, @& @& & SE 


Ground Shaking HES Action 

Zombie Nation is a ground shaking 
action/shooting game for the NES. The object of 
the game is to wreak total destruction on 
everything you see (it’s a dark and dirty job, but 
somebody's got to do it). Meanwhile, you need to 
rescue aS many zombie hostages as you can in 
order to gain enough strength for the ultimate 
showdown with Dare Seed (he's toast! ). 


Devastating Graphics and Pounding Sound 

Zombie Nation's graphics are so devastatingly 
realistic you ll almost be tempted not to demolish 
them (yeah right!). And the relentlessly pounding 
sound effects will make you feel like you re right 
in the middle of the action hammering away at 
skyscrapers, mountains, and everything else that 
crosses your path. So don't just stand there like a 
Zombie, get your copy now! 


Distributed by Meldac of America, Inc. 1801Century Park East 
Suite 2210, Los Angeles, CA. 90067 (213) 286-7040 


do terpley en the 


= 2 i ae zz ad es - Zombie Nation is a trademark of Meldac of America, Inc. 
Nintendo aids EE Ty __ am © 1990 Meldac/Live Planning 
4a wid vie : Nintendo Entertainment System and the official seals are trademarks of 


Nintendo of America Inc. ©1990 Nintendo of America, Inc 


ZOMBIE NALION 


The ear-piercing screech you hear is the sound of the com- 
puter-entertainment juggernaut shifting gears. The software 
publishers have finally faced the need to redefine and retarget 
their business to avoid an even more penetrating sound—the | : 
cries of anguished retailers. Sales were bad in 1990, and they 


didn’t improve as much as hoped during the first half of this 
year. Store owners who have suffered through this spell of slug- 
gish sales won’t stand for much more time-marking. 

The summer edition of the biannual showcase of super soft- 
ware, the Consumer Electronics Show (SCES), provided great re- 
assurance for chain store buyers and, ultimately, for the com- 
_ puter-gaming community. With only a very few exceptions, 
_ disk-based publishers have taken fresh stock of their market posi- 
tion, and they are making major moves to improve their own 
- sales and make computer gaming the growth category it was 
through the mid-to-late 1980s. 

Two of the most significant trends detected at the SCES speak 
directly to the widespread feeling that it’s time for a new ap- 
proach to home-computer gaming: 

¢ Less Product 

One of the most disturbing things about the computer-gam- 
ing business over the last two years has been the way companies 
were oblivious to the big picture. All too many thought in terms 
of how many titles they needed to distribute to achieve their 
sales goals rather than about how many titles the market could 
actually absorb in total. 

¢ More Brain Games 

The second golden age of video gaming forced many execu- 
tives to confront greed and envy. Quite a few computer-software 
makers chased those Nintendo dollars by offer- 
ing frenetic shooters. Not only is high speed ac- 
tion technically difficult on IBM PC machines, 
but it turned out that relatively few computerists 
wanted these hand-eye workouts. On average, 

_ computer owners are more than a decade older than video 
gamers, and their reflexes just aren’t up to contests constructed 
to challenge teenage mutant arcade aces. 


CD HARDWARE WATCH 


CD, or multimedia, as it is also called, still looks like the next 
big thing in electronic gaming. Computer-hardware manufactur- 
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coWPUTEp GAMINe . ae 


by Arnie Katz, 
Bill Kunkel and 


Joyce Worley 


ers, like their video-game counterparts, 2 are rendyis ig systems for 


retail, and just about every software publisher and development 


house is trying to > get sas ae in —— ter ive cD i csee : 
tainment. °° 8 8 ee US 
Although the F, M. frowns computer, < an BM Pe contaible 
machine with a CD-ROM drive, is not going toward expanding 
its sales territory beyond Japan, Fujisanki’s decision to under- 
write high-quality software development has done a lot for the 
industry. Any participating developer is virtually guaranteed a 
profit, so many used the Towns as the doorway to multimedia. | 
This is building a community of ‘CD-development ‘experts a as 
well as the start of a game library for IBM PC computers that will — 
offer CD-ROM drives in the U.S. Cor n to! sis 
fairly easy, so many titles coming for the TurboGrafx. CD, Play 


Station, CDTV and Sega’s forthcoming peripheral for itsGenesis 


will also reach computer-based CD systems. 

Commodore announced that Amiga owners won’t be left out 
in the cold now that its CDTV “black box” machine is rolling 
into the market. The West Chester, Pennsylvania, firm will start _ 
selling a CD-ROM drive for the Amiga 500 that is compatible 
with CDTV. The anticipated list price is eae ote 


SYSTEM SHUFFLE 


Now that eight-bit has given up the ghost, v we’ Tre doe to 
three major computer systems: IBM PC, Amiga and Macintosh. 
If you don’t own one of these three, don’t expect to see much 
new software. The Atari ST is still a slight exception, but the 
number of ST programs coming from Europe has slowed to a 
trickle, and stateside development on this ma- 
chine is virtually nonexistent in the siesta e's 
entertainment segment. i 


takes place on the IBM PC. Games for the IBM 
and compatible clones are now 80% of total computer-entertain- | 


ment volume, and that is likely to increase a few more percent 


age points by the end of this year. A heartening sign for software 
publishers is the excellent growth in IBM PC game sales during 
the first half of 1991. 

The game companies love the Amiga, but they don’t respect 
it. No machine draws stronger raves from executives, producers 
and programmers, yet few outfits push development for it. The __ 
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Today, primary development for most games ae 


sales-per-title have not kept pace with the expansion of the 
Amiga audience. Whether this is due to the inroads of piracy or 
some inherent quirk in Amiga users’ buying habits is uncertain, 
but the result is that few publishers believe they can earn 
enough with an Amiga edition to justify the investment in time 
and money to make software for it. 

There will be quite a few new games for the Amiga, despite 
this gloomy assessment, for two main reasons: 

¢ European Development 

The Amiga is more important in England and on the conti- 
nent than here in the United States. When a stateside publisher 
buys a title from overseas, there’s usually an Amiga edition done 
or at least in the works. Most, though not all, U. S. companies 
generally decide to issue the Amiga disk, since the negligible in- 
vestment almost guarantees a profit. 

e Aesthetics 

Many games look and play better on the Amiga than on any 
rival computer. Amiga games are more impressive to chain store 
buyers at trade shows like CES, and they generate the best-look- 
ing screen shots for product packages and reviews in consumer- 
gaming magazines. Some publishers like to introduce a game on 
the Amiga before bringing it to the bread-and-butter IBM PC au- 
dience. 

The Macintosh is still not the apple of the industry’s eye. Au- 
dience growth is pretty good at this point, thanks to the success 
of the Classic and the LC, but the entertainment 
market has proven elusive. Macintosh games re- 
quire separate programming, which raises the 
cost of developing anything on that system. Still, 
companies are watching hardware sales, mindful 
of the occasional hits like Shanghai and Tetris, 
which have had excellent volume in the past. Few 
are ready to commit to all-out support for the 
Macintosh at this juncture, but putting another 
million LCs into American homes could whip up 
plenty of enthusiasm. 


SON OF SEQUEL MANIA! 


The sequel to VG&CE’s report on the Winter 
Consumer Electronics Show is that sequels are 
going to be more important than ever this fall 
and winter. Follow-up titles look like a life preserver in the cur- 
rent, unsettled retailing environment. Marketing-oriented exec- 
utives feel safest when they have something with a track record, 
like a sequel to a title that has already sold well. 

Announced sequels, arranged by type, include: 


Si 
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In Jaws of Cerberous, the gamer must rescue 
Elvira, who has been kidnapped. 


Ultima VII, by Origin, will revolve 
around a land power struggle. 


Another chapter of an on-going story. When an adventure or 
role-playing game (RPG) does well, it’s better than even money 
that more episodes in the same setting can’t be far behind. 

Ultima VII (Origin Systems/IBM PC, Amiga) finds Lord 
British opening a new saga after winding up the Avatar trilogy 
with Ultima VI. Much time has passed since the last installment, 
and the land is beset by troubles and unrest. A new power, the 
Guardian, comes forward to claim the throne, challenging Lord 
British’s right to rule. The ia 
struggle for control will be 
the central theme of the 
next three Ultima titles, 
which figure to be a bit } 
less metaphysical than the 


last group. 
Wizardry: Crusaders of the | 
Dark Savant (Sir- Ff 


Might & Magic Ill: Isies of Terra 
combines synchronized, digitized 
voices with the graphics. 


Tech/IBM PC, Amiga, 
Macintosh) has four begin- 
nings, three of which con- 
tinue Bane of the Cosmic 
Force. The player can either import characters from the previous 
game or start fresh. Animated characters in first-person perspec- 
tive depict four adventuring environments (indoor, outdoor, 
caves and a mirror world) in VGA or EGA. Point-and-click re- 
places typing for many 
actions in this latest ver- 
sion of the popular ad- 
venturing system that 
has already sold 1.7 mil- 
lion copies. 

The first sequel to 
Might & Magic may have 
disappointed some fans, 
but Might © Magic III: 
Isles of Terra, (New 
World Computing/IBM 
PC) is sure to delight 
those who liked the first 
M&M. The newest in- 
stallment of the saga has 
many improvements in 
the system, including digitized voices synchronized with the 
graphics. 

Star Trek: The 25th Anniversary (Interplay/IBM PC, Amiga, 
Macintosh) combines a space-flight simulator with adventure 
and role-playing elements. There are 35-40 planets, each of 
which has a mini-adventure. 

Lord of the Rings: The Two Towers 
(Interplay/IBM PC, Amiga, Macintosh ver- 
sions to follow) can be played either as a se- 
quel to LOTR Volume I or as a stand-alone 
product. An interesting novelty: just like in the 
book, the action follows first one fellowship 
member, then another. In fact, the player may 
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be involved in a confrontation when the scene 
shifts to another character to create instant 
ets cliffhangers. 

The world’s most gorgeous ghoul, Elvira, is 


featured in Jaws of Cerberous (Accolade/IBM 
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FC, Amiga). The 
player, in the enviable 
role of Elvira’s boy- 
friend, must rescue 
the bewitching one, 
who has been—what 
else?-—kidnapped. The 
adventure leads the 
computerist through 
a graveyard, mau- 
soleum and cata- 
combs, with clues provided by Elvira herself. A more graphics- 
oriented interface makes the follow-up considerably easier to 
play than the first title in the series. For example, a human form 
at the side of the active display provides a visual representation 
of accumulating hit-point damage to the player’s character; the 
body decays as the wounds get more severe. 

Point-and-click control makes Indiana Jones & The Fate of At- 
lantis (Lucasfilm Games/IBM PC) easy to play. In this side- 
scroller, the player pilots a sub to Atlantis for a thrilling “lost 
race” adventure. 

Les Manley, the hero of In Search of the King, returns in an- 
other lighthearted mystery, Les Manley Lost in L.A. 
(Accolade/IBM PC). Unlike the aim 
parser-driven original, the sequel is 
strictly point-and-click. 

Manley’s friend from last year’s 
epic, Helmut Bean, has become a 
stunt man in Hollywood. When Les 
goes to Tinsel Town to visit his 
buddy, he arrives to find that Bean 
and his girlfriend have become kid- 
nap victims. It’s up to Les to rescue 
the couple. Graphics are based on 
electronically scanned oil paintings, 
and the music features such hits as 
“California Dreaming” 
and “California Girls.” 

A more elaborate ver- 
ston of the same or simi- | 
lar situation. Game de- 


sign and development 
is a dynamic process. 
Sometimes the act of 
making a game gives 
the team insights into 
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how they could have done it much better. 

Wing Commander II (Origin Systems/IBM PC) should reach 
stores about the same time as this issue of VG&CE. Even though 
Wing Commander itself is still relatively new, fans of the first-person 
outer space shooter are definitely going to want the new program. 
The designer has become much more fluent in the visual language 
of cut scenes, and the noninteractive sequences of Wing Commander 
//are outstanding animated science fiction. 

Speedball IT (Konami/IBM PC, by the Bitmap Brothers) is a 
big improvement over last year’s Speedball, which appeared 
under Cinemaware’s Spotlight label. The Spotlight version had 
terrific play action, 
but the modified 
overhead view and 
fine graphics of 
this year’s model 
make a great fu- 
ture sport even 
more enjoyable. 
The sound, includ- 
ing synthesized 
speech, is also 
much better this 
time around. The 
program rates on- 
screen athletes for 
various attributes, 
and the gamer can 
allocate special 
powers prior to the 
start of a match. 
Another new factor 
is injuries, which add realism to this slam-bang sport. 

An extension of an existing idea to new territory. Sometimes, it 
takes no more than transplanting a theme or play mechanic to a 
new setting to produce an appealing new game. 

Strike enone (Origin Systems/IBM PC) is not a new 

chapter in the Wing Commander series, 
but it draws heavily on those two outer 
space combat flight simulators. The 
subject this time is air combat in a near 
future in which the United States has 
balkanized as a result of international 
economic and political pressure. Jet 
jockeys go to war on behalf of corpora- 
tions, not countries, but the incredible 
cut scenes, magnificent music and 
stunning first-person visuals are up to 
the expectations of Wing Commander fa- 
natics. 

Nova 9 (Dynamix/IBM PC, Amiga) 
will offer fans of Stellar 7 a fresh chal- 
lenge. It’s exciting first-person real-time 
combat in a science fiction setting. The 
sound and graphics are at least as good 
as the revamped Stellar 7, making it one 
of the best-looking computer action 
games of 1991. 

First came SimCity, then SimEarth. 
Maxis has decided that bigger is not 


My ships have destroyed the 
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better and is thinking 
small for the third title in this popular 
line. The next Sim sensation will be SimAnt (Maxis/IBM PC, 
Amiga, Macintosh). It’s a detailed representation of an ant 
colony located in the backyard of a typical American home. The 
computerist will build tunnels, forage for food and battle ene- 
mies to keep the ant hill happy. 

An update of a product adversely affected by time. Nonelectronic 
games, if they are good and playable enough, can last for gener- 
ations. Parker Brothers’ Monopoly is a perfect example of a game 
that has changed little except for cleaning up the graphics over 
the last 50 years. A computer game is lucky if the onrush of tech- 
nology doesn’t make it seem old hat within five years. Pushing 
classics back up to state-of-the-art is a small but expanding por- 
tion of the sequels surge. 

Expect many such updates as gaming goes into CD in earnest. 
It Came From the Desert and Defender of the Crown (Cinema- 
ware/CDTV) take games that once represented the cutting edge 
and springboards them to the next level. Both are essentially the 
same as the disk versions, but they feature lots of speech synthe- 
sis and improved graphics. The “old codger” narrator in Desert is 
particularly well-drawn and colorful. 


SIMULATORS: 
STILL FLUNG HIGH 


Computer simulators blend elements of action and strategy 
in a single package that is especially popular with the over-30 
crowd. Tons of options, realistic aircraft and real-time excite- 
ment have proven to be a successful formula that has powered 
hit after hit for the last decade. 


Early flight simulators stressed flying as an end in itself and 
strove to reproduce the experience of piloting an aircraft as pre- 
cisely as possible. Now the emphasis has switched to combat and 
other activities associated with flight. 
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Faicon 3.0, by Spectrum HoloByte, 


makes full use of the capabilities of 
the more powerful 386 CPU. 
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Strike Commander is an air- 
combat simulator that takes 
place in the near future where 
the U.S. is no longer united. 


Chuck Yaeger’s Combat Simulator (Electronic Arts/IBM 
PC) is this year’s expansion of the well-liked series that 
includes two previous titles. The latest Chuck Yeager has 
even better graphics, a smoother interface and lots of 
fighting in the hostile skies of military history. 

Top Gun (Konami/IBM PC) simulates dogfighting ac- 
tion using the fastest and most powerful jet fighters. The 
Distinctive Software design incorporates footage from the 
movie as well as sophisticated bit-mapping for the aerial 
explosions to give Top Gun maximum visual impact. 

Falcon 3.0 (Spectrum HoloByte/IBM PC) makes full 
use of the capabilities of the faster and more powerful 
386 processor. Armchair pilots can fly 300-mile missions 
from Baghdad to Saudi Arabia while enjoying this program’s 
outstanding sound and graphics. 

Battlefield 2000 
(Data East/IBM PC), 
which may have a new 
name by the time it ap- 
pears, is a tank simula- 
tor with many “what 
if?” scenarios. It fea- 
tures a very realistic 
cockpit and offers un- 
usual options such as 
helicopter reconnais- 
sance. The gamer com- 
mands a company of 
four platoons, each 
with 16 vehicles. 

Team Suzuki (Kon- 
ami/IBM PC) is a real- 
istic motorcycle simu- 
lation developed by 
Britain’s Gremlin. 
Among its main at- 
tributes are detailed 
pit stops and an instant 
replay feature. 


Accolade’s Mike Ditka Power 
Football uses real NFL cities, but fills 
the squads with fictitious players. 


SPEAKING OF SPORTS 


Action and simulation sports games are still riding high, 
though we probably won’t see the latest crop of Olympic-themed 
titles until at least the first quarter of 1992. A few previously an- 
nounced titles ran into unexpected delays, and they’ll join the 
new ones described in this section 
in stores this fall and winter. 

MicroSports, publishers of NFL 
Pro Football, plans to have an up- 
graded edition ready for the fall 
kickoff. According to President 
and designer Dave Holt, the new 
version features much-enhanced 
graphics to bring the visual appeal 
up to the level of the statistical 
accuracy. 

MicroLeague Pro Football (Mi- 
croLeague Sports Association/- 
IBM PC), though it has been on 
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the market for less 
than a year, is get- 
ting a face-lift too. 
This will be an all- 
around cleanup, 
adding some ex- 
tensive enhance- 
ments in the area 
of the user inter- 
face, sound and 
graphics. 

Konami has tak- 
en over Cinema- 
ware’s TV Sports 
line of statistically influenced action games and will be doing at 
least two before the end of 1991. TV Sports: Basketball II and TV 
Sports: Football IIT are supposed to take existing kinks out of these 
titles as well as add even more impressive audio-visuals. 

Mike Ditka Power Football (Accolade/IBM PC), with graphics 
reminiscent of Monday Night Football, allows the pigskin fan to 
play against a team directed by the famous Bears coach or have 
Mike sit next to you on the bench to provide strategic help. This 
title employs the real NFL cities but fills the squads with ficti- 
tious athletes who are rated in a variety of performance areas, in- 
cluding speed and strength. The compu-coach can play a single 
game or a full season, draft players for customized teams and se- 
lect a complete playbook or create fancy formations on the over- 
head chalkboard. 

One of the most unusual products coming to the home-gam- 
ing screen is Tony LaRussa Baseball (SSI/IBM PC). The graphics 
are reminiscent of several baseball video games, but content 
makes it a close cousin of Electronic Arts’ Earl Weaver Baseball II. 
Though Strategic Simulations is best-known for its war games 
and fantasy RPGs, the company also pio- 
neered statistically based sports simulations 
with the releases Computer Baseball and Com- 
puter Football (circa 1981). Tony LaRussa, 
like Earl Weaver, offers both arcade action 
and stat simulation built into a single soft- 
ware package. 

ABC’s Wide World of Sports: Boxing (Data 
East/IBM PC) is a role-playing boxing 
game with three playing modes: exhibition, 
career and demo. It portrays 
the ring action with a combi- 
nation of overhead and side 
perspective views, the latter 
with big figures. The gamer al- 
locates points to various at- 
tributes to customize a new 
boxer and then tries to guide 
him to the title. 

Konami's second entry in 
the future sports category, fol- 
lowing the previously men- 
tioned Speedball II, is Roller- 
babes. This is a space age mutation of roller derby as played by 
women in scanty costumes. Clearly, a must for the serious stu- 
dent of athletics. 

Not exactly new is Super Car Pak (Capstone/IBM PC). It is a 
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SSI’s Tony LaRussa Baseball, 
like Earl Weaver, offers both 
arcade and stat simulation in a 
single package. 
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only makes me 
stronger! 
'il destroy youl 


The ensuing conflict resuite 
villain’s escape, four 
estimated $6 million in danage. 


super hero or heroine. 
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Exclusive CNN footage shons Mechanon 
just before the incredibly destructive 
battie with tecal superhero Defender. 


d in the 
deaths, and an 


The Champions, by Konami, uses a play 
system that turns the computerist into 


three-title collection 
(priced at $59.95) that 
includes Grand Prix 
(Accolade) and Ferran 
Formula One (Elec- 
tronic Arts) as well as 
Capstone’s new Exotic 
Car Showroom. The lat- 
ter is Not réally_a 
game, but an elec- 
tronic catalog that 
provides detailed 
graphics (super VGA 
with 644 x 480 resolu- 
tion) and exhaustive statistics for 15 of the world’s most glam- 
orous automobiles. 


PATHWAYS TO ADVENTURE 


Publishers have taken careful note of the tepid response to 
last year’s spate of parser-driven adventures. It looks like action- 
adventures, with interfaces that feature point-and-click, menus 
and icons, will be the mainstay of the leading category of com- 
puter-entertainment software for the foreseeable future. 

Role-playing games (RPGs) are a special type of adventure. 
After gaining popularity in the nonelectronic gaming world dur- 
ing the 1970s and early 1980s. RPGs, including Bard’s Tale, Ul- 
tuma, Wizardry and Megatraveler, grow in popularity as better sys- 
tems let designers construct progressively deeper and more 
intricate worlds. 

Many RPGs have a fantasy theme, and most of the ones that 
don’t are science fiction. Opening a new vista is The Champions 
(Konami/IBM PC), a play system that turns the computerist into 
super heroes and heroines. Developed 
under the aegis of Hero Games, which did 
the original nonelectronic version, The 
Champions is a fresh breeze in a stagnant 
RPG category, and even those who don’t 
normally read comic books should give it a 
trial run. 

The Terminator (Bethesda Software/IBM 
PC) marks the entry of the award-winning 
sports game publisher (Wayne Gretzky) into 
the action-adventure field. It’s quite a debut, too, with 
outstanding graphics and complex action that mirrors 
the plot of the mid-1980s science-fiction action movie. 

Planets Edge: The Point of No Return (New World Com- 
puting/IBM PC, Amiga) is a science fiction RPG about 
four astronauts who find an alien craft. When they go to 
check it out, Earth disappears, and the craft goes away. 
Designed by Eric Hymen (Nuclear War), the action-strat- 
egy adventure allows the player to fight space battles as 
either real-time encounters or strategic, chesslike en- 
gagements. The gamer equips a ship, then visits any of 
the 60 inhabited worlds. 

Rules of Engagement (Mindcraft/IBM PC) is a science 
fiction RPG sequel that really links to its predecessor. Not only 
can the computerist import characters from Breach II , but the 
two games have connecting sections when loaded simultane- 
ously. Rules of Engagement can also be enjoyed without Tom Car- 
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bone’s earlier action-ad- 
venture title. The player 
can change the person- 
ality of the captain, 
choose a ship, customize 
it with weapons and 
shields or even edit the 
aliens’ racial traits. 

If you thought Magic 
Candle had better con- 
tent than technical exe- 
cution, Magic Candle Il 
(Mindcraft/IBM PC) 
definitely merits playing time. This menu-driven adventure even 
does away with laborious spell-typing. The player walks the on- 
screen hero around the town and over land, shown in modified 
overhead perspective and has role-playing style adventures. 
Henchmen can be assigned to do individual jobs. 

Dragonmaster (Software Toolworks/IBM PC) is fairly standard 
fantasy action-adventuring, but the implementation is very good. 
The modified overhead-perspective game is highlighted by plenty 
of raging combat against an unusually wide variety of malevolent 
monsters. Visuals are great, but the striking aspect of the graphics 
is the vivid color palate. This one leaps off the screen at the 
player, especially when the fighting gets heavy. 

The Simpsons Adven- 
ture (Konami/IBM PC, 
Amiga) presents the 
prime time cartoon fam- 
ily in an action-adventure 
format geared to young 
and novice players. 

Teenage Mutant Ninja 
Turtles Adventure (Kon- 
ami/IBM PC) is a joy- 
stick-driven side-perspec- 
tive action-adventure in 
which the player sees crimes in progress on TV and directs the 
teams’ battle against evil. The turtles start out relatively weak, but 
gain additional powers and learn more martial arts moves as the 
quest unfolds. 
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gaming than they are today. Both action-strategy contests and 
the more traditional “alternating-turn” type have proliferated re- 
markably in the last few years, due mostly to the greater data- 
crunching ability of 
contemporary hard- 
ware systems. As noted 
earlier, that trend is 
sure tO continue 
through this fall and 
winter. 

Wordtris (Spectrum 
HoloByte/IBM PC, 
Amiga, Macintosh) is 


fiizt tise 


the latest variation on 

the kinetic puzzle 
smash designed by 
Alexey Pajitnov. Un- 
like 4 some a the authorized sequels and bold-faced rip-offs 
we've endured over the last couple of years, Wordtris is a gen- 
uinely entertaining contest in which the player makes words 
out of individual letters to make rows disappear. If Tetris is one 
of your favorites, Wordtris is a “must buy” when it comes out 
this fall. 

The highest grossing comedy movie of all time has inspired 
the game Home Alone (Capstone/IBM PC, Amiga). Ivan Manley 
& Associates is developing this title, which is based on a Dave Al- 
bers design. The gamer manipulates over 100 objects to create 
all of the traps 
needed to stop 
the intruder in 
his tracks. 

Ultrabois 
Sanction Earth 
(Data East/IBM 
PC) is a strategy 
game with a 
three-dimen- 
sional, futuristic 
world as back- 


ground. The 
player  refits 
enemy robots 


with a variety of space age weapons to achieve the goal of creating 
the power grid needed to defeat the aliens. 

Spinnaker Software’s decision to withdraw from home-com- 
puter entertainment left several of its products hanging. Good 
news for Tolkien fans is that Riders of Rohan (Konami/IBM PC) is 
finished and ready for release by the NES cartridge maker- 
turned-computer-software publisher. Riders of Rohan consists of a 
set of relatively easy action contests set within an overall strategic 
context derived from the classic fantasy trilogy. The combat-ori- 
ented game depicts battles in gorgeously drawn close-ups and 
even lets the game player divide forces in the manner of the 
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We Sell $13.95 
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COADV. OF BAYOU BILLY 
COADV. OF LINK 
CJATHENA 
COBALLOON FIGHT 
COBASEBALL 
COBIONIC COMMANDO 
COCASTLEVANIA 
CICOMMANDO 
CIDEADLY TOWERS 
CODEMON SWORD 
DOUBLE DRIBBLE 
DRAGON POWER 
DRAGON WARRIOR 
EXCITEBIKE 
COFAXANADU 
COGAUNTLET 
COGHOSTS N GOBLINS 
COGOLF 

OGOLGO 13 
CGOONIES 1! 
COGOTCHA 

OCOGRADIUS 
COGUMSHOE 
COGUNSMOKE 
OCOHYDLIDE 

OCOICE CLIMBER 

DCOICE HOCKEY 
COIKAR] WARRIORS 
COIKARI WARRIORS |! 
LJIRON TANK 
COJACKAL 

COKARATE CHAMP 
COKARATE KID 
COKUNG FU 

LOKUNG FU HEROES 
CJLEGACY OF THE WIZARD 
-JLEGEND OF KAGE 
LEGEND OF ZELDA 
COLIFEFORCE 

LJMACH RIDER 
COMETROID 
COMUSCLE 
OPERATION WOLF 
PLATOON 

PRO-AM RACING 
(JRAMBO 
CJRENEGADE 

CORUSH N ATTACK 
CORYGAR 

COSECTION Z 
COSIMON'S QUEST 
CISKATE OR DIE 
COSPY HUNTER 

DCOSPY VS. SPY 1 
COSTAR FORCE 
CISTAR VOYAGER 
CIT&C SURF DESIGNS 
CITIGER-HELI 

COTOP GUN 

COTRACK AND FIELD 
COTRACK AND FIELD |! 
COTROJAN 

CJURBAN CHAMPION 
COWILD GUNMAN 
LIWINTER GAMES 
CJWIZARDS & WARRIORS 
CLJWORLD RUNNER 3-D 
UO 
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WRECKING CREW 
XENOPHOBE 
XEVIOUS 


718-229-1435 


We Sell $16.95 
We Buy $5.00 
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COADV. OF LOLO 
COALIEN SYNDROME 
COANTICIPATION 
COARCHON 

CUIASTYANAX 

COBACK TO THE FUTURE 
CIBAD DUDES 

CIBASES LOADED 
CIBLASTER MASTER 
CJBOMBERMAN 
COBREAKTHRU 

CIBUMP N JUMP 
CIBURAI FIGHTER 
COBURGERTIME 
OCOCASTLE QUEST 
CICITY CONNECTION 
COCLASH AT DEMONHEAD 
CICOBRA COMMAND 
CUCOBRA TRIANGLE 
COCODE NAME VIPER 
COCONTRA 
COCYBERNOID 

CIDASH GALAXY 
CIJDEFENDER OF THE CROWN 
_JDEFENDER II 
_JDESERT COMMANDER 
_JDESTINATION EARTHSTAR 
CIDR. CHAOS 
[IDONKEY KONG 
CODONKEY KONG JR. 
LIDONKEY KONG 3 
]DOUBLE DRAGON 
COELEVATOR ACTION 
CIELWAY’S QUARTERBACK 
COFESTERS QUEST 
COFLYING DRAGON | 
COGHOSTBUSTERS 
“JGODZILLA 
CIGUARDIAN LEGEND 
CIGUERILLA WAR 
CIGYRUSS 

CIHOOPS 

COINDIANA JONES TEMPLE 
CJINFILTRATOR 
IRONSWORD 

JAWS 

JORDAN VS. BIRD 
JOUST 

KARNOV 

KID NIKI 

LEGENDARY WINGS 
MAJOR LEAGUE BASEBALL 
MAPPY-LAND 

MARIO BROS. 
MILON’S SECRET CASTLE 
MONSTER PARTY 
MYSTERY QUEST 
NINJA GAIDEN 
CININJA KID 

CJPEBBLE BEACH 
[POPEYE 

OCP.0.W. 

CJPREDATOR 

PRO WRESTLING 
PUNCHOUT 

RBI BASEBALL 
RACKET ATTACK 

RAD RACER 3-D 
RAMPAGE 

[JRESCUE 

CORIVER CITY RANSOM 
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(JROBO WARRIOR 
CJROLLING THUNDER 
CJSHADOWGATE 
COSKYKID 

LISKY SHARK 
CJSLALOM 


H) JSNAKES REVENGE 


COSOCCER 
COSPELUNKER 
CISTINGER 
STRIDER 

CITAG TEAM WRESTLING 
OCOTENNIS 
COTHREE STOOGES 
CITHUNDERCADE 
COTWIN COBRA 
COTWIN EAGLE 
COVINDICATORS 
C}VOLLEYBALL. 
COWILLOW 
COWRESTLEMANIA 


We Sell $22.95 
We Buy $8:00 


COABADOX 

COA BOY AND HIS BLOB 
COADV. IN MAGIC KINGDOM 
COADVENTURE ISLAND 
OCOADV. OF LOLO 2 
COAFTERBURNER 

COAIR FORTRESS 
COAIRWOLF 

COALL PRO BASKETBALL 
OCOBACK TO FUTURE 2&3 
CIBATMAN 

CIBATTLE OF OLYMPUS 
CIBATTLE TANK 
[BIGFOOT 

_JBLADES OF STEEL 
BOULDER DASH 
(JBUBBLE BOBBLE 
-JCABAL 

CAPTAIN COMIC 
CAPTAIN SKYHAWK 
CASINO KID 

CASTLE OF DRAGON 
CIRCUS CAPERS 
DEXTERITY 

LJDIG DUG 2 

(JDOUBLE DARE 
CJDOUBLE DRAGON |! 
CJDONKEY KONG CLASSICS 
CJDONKEY KONG JR. MATH 
[JDRACULAS CURSE 
CIDRAGON SPIRIT 
CIDUNGEON MAGIC 
CIDYNOWARZ 

CIFANTASY ZONE 

_JFAST BREAK 
CJFIGHTING GOLF 

LIFIST OF THE NORTH STAR 
_JFREEDOM FORCE 

| }|GALAGA 

GALAXY 5000 
GHOSTBUSTERS 2 
GILLIGANS ISLAND 
HEAVY BARREL 

HEAVY SHREDDIN 
(JJEOPARDY 

CJJEOPARDY JR. 
COJEOPARDY 25TH ANNIV. 
_JJOURNEY TO SILIUS 
"JKICKLE CUBICLE 

OOKID ICARUS 

KID KOOL 

KINGS OF THE BEACH 
KIWI KRAZE 

KLAX 

KNIGHT RIDER 

LAST STARFIGHTER 
LODE RUNNER 

LOOPZ 

LOW G MAN 

MAD MAX 

MAFAT CONSPIRACY 
MAGIC OF SCHEHERAZADE 
MARBLE MADNESS 
MARVEL’S XMEN 
MECHANIZED ATTACK 
MEGAMAN 2 

MICKEY MOUSECAPADE 
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CJMIGHTY BOMB JACK 
CJMILLIPEDE 
CJMULE 

LINARC 

CONFL 

CININJA GAIDEN II 
CINOBUNAGAS AMBITION 
CORB 3-D 

LJPACMAN 
CIPICTIONARY 
COPINBALL 

COPINBALL QUEST 
OCOPINBOT 

COPIRATES 

COPUSS N BOOTS 
OQBERT 

COREMOTE CONTROL 
OORING KING 

COROAD BLASTER 
CJROAD RUNNER 
COROBOCOP 

COROCKET RANGER 
OROCK N BALL 
COROGER RABBIT 
COSHINGEN THE RULER 
COSHINOBI 
CUSHOOTING RANGE 
OOSILENT SERVICE 
CISILKWORM 

COSNAKE RATTLE ROLL 
CISOLAR SYSTEM 
CJSOLOMONS KEY 
COSOLSTICE 

COSPOT 


SQOON 

STARSHIP HECTOR 
STEALTH 

CJSTREET FIGHTER 2010 
CJSUPER DODGE BALL 
(JSUPER MARIO BROS 2 
_JSUPERSPIKE V BALL 
CJSUPER SPRINT 
CISUPER PITFALL 
CJTECMO BASEBALL 
LITEEN NINJA TURTLES 
(_JTIMELORD 

CITOP GUN Il 

CJTOTAL RECALL 
LJTURBO RACING 
COULTIMA 

COWALL ST. KID 
CJWHEEL OF FORTUNE 
COWHEEL OF FORTUNE 
Family Edition 
CJWHEEL OF FORTUNE JR. 
_JWIN LOSE OR DRAW 
_JWIZARDRY 

(JWORLD GAMES 
CJWORLD GRAND PRIX 
[JWRATH OF BLACK MANTA 
CIXEXYZ 

“IYO! NOID 


We Sell $29.95 
We Buy $12.00 


CJARCH RIVALS 

(]BAD NEWS BASEBALL 
CIBATTLE CHESS 

CBIG BIRD 

(JBUGS BUNNY CASTLE 
CJBUGS BUNNY BIRTHDAY 
CICALIFORNIA GAMES 
COCAVEMAN GAMES 
CICHIP N DALE 

CICLASSIC CONCENTRATION 
LICONFLICT 

LICONQUEST CRYSTAL 
PALACE 

LICRYSTALIS 

CIDAYS OF THUNDER 
[JDEATH RACE 

CIDESTINY OF AN EMPEROR 
CIDICK TRACY 

LIDIRTY HARRY 

_JDR. MARIO 
[]DUCKTALES 

DUSTY DIAMOND 
SOFTBALL 

EVERT AND LENDL TENNIS 
FINAL FANTASY 
FUNHOUSE 
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LIGAUNTLET 2 

COGOAL 

CJGREMLINS 2 

LJHEROES OF THE LANCE 
LJHOLLYWOOD SQUARES 
(JHUNT FOR RED OCTOBER 
INDIANA JONES LAST CR. 
JACK NICKLAUS GOLF 
JACKIE CHAN'S KUNG FU 
COLITTLE NEMO 

COLUNAR POOL 
CJMANIAC MANSION 
(JMEGAMAN 

MEGAMAN 3 

MENDEL PALACE 
CJMETAL FIGHTER 
(JMETAL MECH 

MUPPET ADVENTURE 
NINJA CRUSADERS 
CJPAC-MANIA 
CJPALAMEDES 
_JPAPERBOY 

COPIPE DREAM 

CIPLAY ACTION FOOTBALL 
COPUNISHER 

CORAD GRAVITY 

CORAD RACER || 
CJROLLERBALL 
CJROMANCE 3 KINGDOMS 
CISESAME ST. ABC 
COSESAME ST. 123 
SHADOW OF THE NINJA 
SILVER SURFER 

SKATE OR DIE 2 

SKI OR DIE 

_ISNOOPY 

SOLAR JETMAN 

STAR TROPICS 

_JSUPER C 

LJSUPER GLOVEBALL 
CISUPER OFF ROAD 
_JSUPERMAN 

CJSUPER MARIO BROS 3 
COSWORDS & SERPENTS 
COTECMO BOWL 

CJTECMO WRESTLING 
COTEEN TURTLES || 
COTETRIS 

CITOMBS & TREASURES 
_JTOOBIN 

CITRICK SHOOTIN 
CJULTIMATE BASKETBALL 
(JWWF CHALLENGE 
COWEREWOLF 


We Sell $34.95 
We Buy $20.00 


CIBASEBALL SIM. 1.000 
CJBASEBALL STARS 
_JBASE WARS 

COBATTLE TOADS 
COBLACK BASS 
CICHAMPIONSHIP BOWLING 
LICHESSMASTER 
(JCHUBBY CHERUB 
CJDOUBLE DRAGON III 
CJDRAGON WARRIOR 2 
COGENGHIS KHAN 
(JMONOPOLY 

CJMS. PACMAN 

CIRBI BASEBALL |! 
COROBOCOP 2 

OCOSIDE POCKET 

COTHE SIMPSONS 
COULTIMA QUEST AVITAR 
COVEGAS DREAM 


SEGA GENESIS 
We Sell $19.95 
We Buy $8.00 


COAIR DIVER 

COALEX KIDD ENCH. CASTLE 
COATOMIC ROBO-KID 
CIBUDOKAN 

COBURNING FORCE 
OCOCOLUMNS 
OCOCYBERBALL 

OCOFATAL LABYRINTH 
COFORGOTTEN WORLDS 
COGHOSTBUSTERS 
COGHOULS AND GHOSTS 
COHERZOG ZWEI 
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CJJAMES POND 

CLIKLAX 

COLAST BATTLE 
(JMOONWALKER 
COMYSTIC DEFENDER 
CUPAT RILEY BASKETBALL 
COPHELIOS 

CORAMBO III 

LJSHADOW BLASTER 
COSHOVE IT 

CJSOCCER 

CJSPACE HARRIER |! 
CJSUPER HANG ON 
CJSUPER HYDLIDE 
(JSUPER THUNDERBLADE 
COTARGET EARTH 
CJTHUNDER FORCE II 
COTRAMPOLINE TERROR 
(JTRUXTON 

COWHIP RUSH 

COZANY GOLF 

(JZOOM 

We Sell $24.95 
We Buy $10.00 


COAFTERBURNER |! 
CARROW FLASH 
CIBATTLE SQUADRON 
COBIMINI RUN 
CIBUSTER DOUGLAS BOXING 
OCODICK TRACY 

ODJ BOY 

DYNAMITE DUKE 

E SWAT 

FINAL ZONE 

FIRE SHARK 

GAIN GROUND 
CIGRANADA 
OHELLFIRE 
COINSECTOR X 

COISHIDO 

CIJUNCTION 
COPOPULOUS 

CISUPER MONACO GP 
COSUPER VOLLEYBALL 
COTECHNOCOP 
CITOURNAMENT GOLF 
COWINGS OF WOR 

We Sell $29.95 
We Buy $15.00 


CBLOCKOUT 

OCGAIARES 

COGOLDEN AXE 

CJOE MONTANA FOOTBALL 

CJOHN MADDEN FOOTBALL 

COHARD DRIVIN 

QCKINGS BOUNTY 

COLAKERS VS. CELTICS 

COMICKEY MOUSE 

COMIDNIGHT RESISTANCE 

COMIGHT AND MAGIC 

COMUSHA 

CONHL HOCKEY 

COPHANTASY STAR I! 

COPOWERBALL 

ORASTAN II 

COREVENGE OF SHINOBI 

COSHADOW DANCER 

COSPACE INVADERS 91 

COSTAR CONTROL 

COSTORMLORD 

COSTRIDER 

COSWORD OF VERMILLION 

COTHUNDERFORCE II! 

COTOMMY LASORDA 
BASEBALL 

COULTIMATE QIX 

OVALIS II! 

COWARDNER 


We Sell $39.95 
We Buy $20.00 


COABRAMS BATTLE TANK 
COBATMAN 

COCENTURION 

COFAERY TALE ADV. 
COFANTASIA 
COHARDBALL 
COPHANTASY STAR III 
COPGA GOLF TOUR 
OCOSONIC THE HEDGE HOG 
COWARRIOR OF ROME 


OOOO0U 


SUPER NES SYSTEM IN STOCK 


Send $1.00 for complete catalog of over 800 titles including Gameboy. Turbografx-16 and Sega Master System Games. 


ORDERING INSTRUCTIONS: Send orders to: Play It Again, P.O. Box 6718, Flushing. NY 11365, Attn: Order Dept. PLEASE PRINT CLEARLY. NO FOREIGN ORDERS. In Canada on- 
ly, write first to: Microplay Video Games. 2555 Dixie Rd.. Mississagua, ONT L4Y 4C4. Add $3.50 for shipping and handling on each order: $8.50 for Alaska, Hawaii and Puerto Rico. NO 
CREDIT CARDS ACCEPTED. NO C.O.D. Orders. New York residents must add appropriate sales tax. Personal check will delay shipment up to three weeks. We ship by United Parcel Ser- 
vice and U.S. Mail. If you order three or more cartridges in one order and list alternates for each, we will pay the shipping (U.S. only). We reserve the right to refuse any order. All used 
cartridges are sold with a ONE YEAR limited warranty. We puta (invisible to the eye) numbered code on all cartridges sold. If the cartridge case or chip is tampered with. damaged or abused. war- 
ranty will not be honored. Order with confidence. 


718-229-1435 


SHIPPING INSTRUCTIONS: Send to: Play It Again. Dept. 1B. 67-25B 186 Lane, Flushing. N.Y. 11365. PLEASE PRINT CLEARLY. Wrap cartridges securely. Include a list of what you are 
selling with your name, address and telephone number. If you send (5) five or more cartridges at one time we will add $2.00 to the total amount due. Please ship by UPS or U.S. Mail. Sega Genesis 
and Sega Master System cartridges must include the complete box. We will deduct $1.00 for each missing instruction booklet. 50¢ for missing slip case and $3.00 for each missing Gameboy box. 
We deduct $3.50 for any cartridge we have to ship back to you. If your games are not received by December 31. 1991. we will pay you using list #23 effective January 1. 1992. 


We are not related to or endorsed by any of the manufacturers of the products contained in this list. We reserve the right to refuse any purchase or sale. Price subject to change without notice. Not 
responsible for typographical errors. All items subject to availability. OPLAY IT AGAIN 1991. All Rights Reserved. 
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lation. Brgderbund will pub- 
lish Patton Strikes Back, based 
on the exploits of General 
George S. Patton following 
the Normandy breakout of 
World War IJ, for both the , 
Macintosh and IBM PC computers. heiac, a rock-solid histori- 
cal underpinning, Crawford’s forthcoming title boasts simultane- 
ous movement for that true “fog of war” feel and on-line hints by 
the crusty general himself. | 

Murder! (U.S. Gold/ IBM PC, Amiga) isa Pro-hoilk: real file 
game of detection with 3 million combinations of facts to pro- 
mote playability. Unusual black-and-white graphics give Murder 
the appropriate 1930s feel, and a streamlined interface keeps 
the emphasis on the player’s deductive ability. 


Civilization (MicroProse/IBM PC) uses an interface similar 


to Sid Meier’s earlier hit, Railroad Tycoon. The player takes 
charge of a world, either ours or a hypothetical one. The ob- 
ject is to take your tribe from the earliest days of civilization to 
the space era while overcoming random events and encounters 
_ with historical figures like Ghengis Kahn, Charlemagne or 
Napoleon. ~— 

Villa Crespo Software has three titles that take some of the 
uncertainty out of gambling. Pro Football Analyst (IBM PC) is a 
handicapping system that displays up to 60 key statistics. Punters 
‘Input stats manually or download them from the company or 
subscribe to Villa Crespo’s monthly diskette service. 

Amarillo Slim's Dealers Choice (Villa Crespo/IBM PC) is an ex- 
tremely realistic poker simulation, with instruction and practice 
_ modes for 28 variations of the popular card game. One special 
- feature is a tournament setting that predeals a set number of 
hands, then lets both players play the same hands in a split- 
screen view. While not visually stunning, Amarillo Slim’s Dealers 
Choice does have some nice touches, including animated face 
cards, to keep the play screen interesting. 

Stanford Wong's Video Poker (Villa Crespo/IBM PC) is just like 
the video poker machines found in casinos, except that there 
are five different video poker games from which to choose. The 
gamer can play alone or against another human. An on-line 
~ tutor instructs the player in winning strategies. 


ACTION: STILL SHOOTING 


Despite the move toward more brain games, arcade-style titles 
aren't ready to disappear. The theory is that even though most 
computerists prefer entertainment programs, they enjoy a faster- 


paced title as an occasional treat. 
The Taking of Beverly Hills (Capstone/IBM PC) is scheduled 


92 ap = 


both of the musical siblings. The plot has little to do with 
~ classic comedy movie, but there’s a ot of a | 


ploits. 


oftware, is just lik: 
video poker machines 
found in casinos, except 
that there are five 
different video poker 
games from whieh! fo 
choose. - 


Amiga) is an action game intended 
to capitalize on the fame of the 
Puzo book and the Coppola movie 
trilogy. It has lots of urban combat, _ 
but very little overt i topes ion to” 


tant t Ninja Turtles § in its action <qnee re Tatiige Mikal Ninja ree 
Turtles Arcade Game (Konami/IBM PC, Amiga) is the home ver- 
sion of the current coin-op, while The Simpsons Arcade Game (Kon- 
ami/IBM PC, Amiga), also a side- -perspective scrolling a action 
contest, is an original design for the home computer, | _ 

The Blues Brothers (Titus Software / IBM PC) is a one- or “two- 
player game in which the computerist can become either or 


some : bs 2 


fun as the brothers bounce their ses th. 


Chip’s Challenge (Epyx/IBM PC) soul be the first of many © 
games to migrate from the portable universe to the computer 
gaming screen. This successful Lynx title features 144 levels with 
programming 8 PY eee EAU. S Bulletproots Software. 


THE FORECAST 


The next year won rt be easy for computer entertainment and Sa) 
the Sees poner te with it. - The fo ee syst vill reach 


and the fate of the yt as a viable gaming system may well be 
decided by next winter. More and more games will demand 386 
processors with a speed of at least 12MHz, VGA and Lie 
sound boards. 

Publishers will emphasize brain games and high quality while 
throttling back on simple action games and generic European 


product. Licensing and sequels are set to remain highly impor- cy _ 


tant in computer ene with a concomita 
original concepts. — 2 - : 
The ee acceptance of IBM. PC machines® h 
given computer gaming a de facto standard—and the closest 
thing to a mass audience this side of the NES. America’s 
gamers will be watching closely to see if the industry brings 
forth games that can capture the imagination of this huge po- 
tential me or whether it will migrate to CD or even ip 
away entirely. | 7 
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Insector-X Ao ==), Shadow Blasters [ME-) Crack Down 


You'll see the world ey ™ Experience the super 5 f Crack down, and re 
through the eyes of iy & .¥ natural powers of 4 -take control ! 
an insect. wip freedom worriors. 


© TAITO CORP. 1989 — INSECTOR-X 


© SIGMA ENTERPRISES 1990 — SHADOW BLASTERS GENESIS. 


© SEGA ENTERPRISES 1991 — CRACK DOWN SEALOF AJ 
“ © KANEKO 1988 — KAGEKI 2. QUALITY 
© & TM SAGE'S CREATION (714)893-0309 Cy 
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Licensed by Sega Enterprises Ltd. for play on the Sega Genesis System. Sega & Genesis are trademarks of Sega Enterprises Ltd. 


The Gold of the Aztecs 


U.S. GOLD 
Versions: Amiga ($49.95), 
IBM PC ($49.95) 


‘ OUND/MU: 


Side-scrolling action-adventures have 
not fared well, by and large, in the PC uni- 
verse, and The Gold of the Aztecs is a 
virtual sampler of what can go wrong 
when developers try to bring Nintendo 
sensibility to an IBM PC computer. 

The back of the box tells us that Kinet- 
ica Software’s Gold of the Aztecs con- 
sumed “three man years of development, 
7,000 frames of animation, 140 hero 
actions, 18,000 individual pieces of graph- 
ics, 600K of music and sound effects, eight 
megabytes of code and data [and] over 80 
screens of nonstop action and devious 
puzzles.” The end result, however, is a 
product that rates slightly below a typical 
NES Double Dragon clone. 

The problems <, 
are many and 
varied. First, 
there is the mat- 
ter of expecta- 
tions. Computer 
owners simply 
demand more 
from a game 
than directing a 7% 
player-character hg 
on a linear, side- Ky 
ways journey 
from Point A to 
Point B, slaugh- 


tering svaavthiad ’ that moves ster the 


way. Even by video-game standards, how- 
ever, Gold is mostly alloy. The only strate- 
gic component revolves around the selec- 
tion of weapon/action icons, and even 
these are pretty feeble, consisting entirely 
of gun, knife, reload gun and pull-lever 
commands. Worse still, cycling from one 
icon to the next is not accomplished by 
pressing the second joystick button, but 
by the space bar. Anyone who has ever 
played a game on a computer knows what 


94 


U.S. Gold’s The Gold of 
ihe Axtecs suffers from an 
awkward control system. 


a nuisance switching from joystick to key- 
board is. Here, the annoyance is com- 
pounded by the fact that the second joy- 
stick button doesn’t have anything better 
to do; as it stands, Button 2 merely parrots 
the functions of the primary button! 

Gold's main drawback, however, is its 
awkward control system. PC joysticks are 
notoriously imprecise, but recent products 
such as Disney’s Arachnophobia and 
Dynamix’s Stellar 7 made real break- 
throughs in reduced response time and 
sharpened command reactions. Here, the 
user is likely to have problems simply get- 
ting their surrogate to walk, duck, turn 
around and jump, much less perform such 
exotic feats as firing a gun alternately at 
front and rear targets from a kneeling 
position. 

The graphics are acceptable, but the 
color palette, even on the EGA version, is 
rather drab and limited. (A VGA version is 
available but can only be obtained 
through the mail.) The music and sound 
effects, especially on systems equipped 
with an Ad Lib or Roland sound board, are 
the game's strongest feature, along with 
the simple but complete instructions and 
the forthright packaging, including six 
screen shots on the back of the box. 

The Gold of the Aztecs is not a bad 
piece of work, but its overall effect is not 
unlike watching a typical TV sitcom at a 
wide-screen movie theater. The show 
may still be viewable, but the new 
medium makes the material seem even 
thinner. 

—Bill Kunkel 
U.S. Gold, Ltd. 
550 S. Winchester Blvd., #200 
San Jose, CA 95128 
(408) 246-6607 
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Chuck Yeager’s 
Air Combat 


ELECTRONIC ARTS 
Version: IBM PC ($59.95) 


OVERALI 


Every once in a while a program comes 
along that surprises everyone, even the 
industry insiders. Chuck Yeager’s Air Com- 
bat is such a program. One should expect 
a program that bears General Yeager’s 
endorsement to be a definitive rendition of 
the genre, but insiders know that the 
flight-simulation market is among the 
most crowded in the industry. It takes a 
program of extraordinary merit to rise to 
the top of the pack. 

Chuck Yeager’s Air Combat 
fills that role on every level, cov- 
ering all major eras of modern 
air warfare from WW II to Viet- 
nam. Although this period 
encompasses the transition 
from propeller driven, whites-of- 
the-eyes combat to supersonic 
missile engagements, these jets 
still differ from the “look 
down/shoot down” aircraft of 
today in many ways. Over-the- 
horizon radar engagements 
were still a gleam in the eyes of 
aerodynamic engineers. One of 
the bitter lessons of Vietnam 
was that pilots had come to rely 
on their weaponry more than 
their dogfighting ability. Chuck 
Yeager’s Air Combat reinforces 
this historical hindsight by right- 
fully focusing on the essence of 
tactical air combat—speed and 
maneuverability—in the era of 
visual engagements. 

Chuck Yeager’s Air Combat { 
improves upon the graphic 
engine used in LHX Attack 
Chopper through more detailed modeling 
of aircraft and ground targets (eliminating 
the angular, unnatural feel of straight poly- 
gon-fill images) and increased use of 
bitmaps for explosions. The combined 
effect is every bit as good as Lucasfilm’s 
Battle of Britain for the air-to-air 
sequences, with vastly improved ground 
targets and terrain. Mountains still appear 
like pyramids for the most part, but if one 
drops down from 10,000 to 1,000 feet, 
there’s a pleasant surprise: Enemy air- 
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fields are complete with hangers, control 
towers and the like. On strafing missions, 
truck convoys scurry like field mice when 
the shadow of the hawk descends on 
them. These details aid the player in sus- 
pending disbelief. It’s truly unnerving to 
be bounced by enemy fighters that were 
unseen while you were lining up a juicy 
ground target in the gunsight. 

A sound board greatly enhances the 
gaming experience. Not only does Gen- 
eral Yeager speak to the player during the 
briefing and debriefing sequences (and it 
sounds just like him!), one will also find 
that everything is accurately rendered, from 
the bullet thumps to the tone a pilot hears 
in his headset when his missile seeker 
head “locks on.” The program is enjoyable 
without these nuances, but it’s so much 
better with sound board support that Chuck 
Yeager’s Air Combat may provide sufficient 
reason to make the purchase. 

The program has over a dozen 

missions for each period, some 
of which were flown by General 
Yeager himself. Additionally, 
Chuck Yeager’s Air Combat offers 
something unprecedented in the 
genre; fantasy combat between 
individual or groups of aircraft of 
the player’s choosing. Using a 
simple “there | was at ‘x’ feet, 
when | jumped/was jumped by 
‘x’ number of whatever types of 
aircraft” scenario generation is 
quick and painless. Through this 
medium, one can take an F-4, for 
example, against two or three ME- 
109s, or a ME-109 and a F-86 if 
desired. The player is only limited by 
his or her own imagination. 
There’s a full VCR playback and 
editing feature that is every bit as pol- 
ished as any other on the market. 
Although a “campaign” feature is 
listed, one does not develop and 
maintain pilot records as in other pro- 
grams (so the role-playing element 
does not exist). Instead, selecting a 
campaign simply means that one 
must fly all of the missions in a given war 
for both sides before they can progress. 

The emphasis on flying by the seat of 
one’s pants may prove too much for “fly 
by wire F-16/F-19 yuppie warriors.” Hey 
gang, don’t take it as a slam, take it as a 
challenge. Buy the program! 


| 
| 
| 


—Ed Dille 
Electronic Arts 
1820 Gateway Drive 
San Mateo, CA 94404 
(415) 572-ARTS 


continued on page 98 
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Sega Game Gear 
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Sunsoft _ 
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This is a free reader service card. Tear it out and keep it with 
you as you go through this issue. You'll see a reader service 
number accompanying most products reviewed or advertised. 
If you want free information on any of these, simply circle the 
corresponding numbers on the card and mail it in. 
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continued from page 95 
Das Boot: 
German U-Boat 


THREE-SIXTY SOFTWARE 
Versions: Amiga ($49.95), 
IBM PC ($49.95) 


How would you feel if you were 
invited to a free night at the local arcade, 
then found out when you got there that 
the only game there was for you to play 
was Pong? Probably pretty much like 
someone who just booted up Das Boot 
for the first time. 

Seventy percent of this gut reaction is 
based on expectation versus reality. 
Three-Sixty designed and marketed the 
most realistic simulation of modern naval 
combat in existence, Harpoon. When they 
announced the release of Das Boot, a 
simulation of U-boat warfare based on 
the popular book and film of the same 
name, it seemed logical to expect similar 
realism. 

Instead, Das Boot could be much more 
accurately described as “GATO goes 
through puberty.” To put it in more recent 
terms, think of the interface in Destroyer 
(Epyx), where the player races around the 
boat to man each weapons station and 
must save the day via an arcade 
sequence. In other words, don’t attribute 
too much meaning to the word “simula- 
tion” in the title. 

To learn and master the arcade 
sequences that dominate the action, the 
player should spend some time in the 
Baltic training area before selecting one of 
the five set missions included. First is the 
anti-aircraft gun, which is exactly like that 
sequence in Beachhead (Access), albeit 
with some improved graphics. Next is the 
deck gun, reminiscent of the earliest ballis- 
tic type games. There’s not even a mark- 
ing for gun elevation. Just raise, lower and 
watch the dot travel to the target, for one 
hit/one kill. This is not even close to the 
same situation as portrayed in Silent Ser- 
vice II (MicroProse). 

Next comes surface torpedo runs, 
again, one shot/one kill, regardless of tar- 
get type (and submerged is no different). 
Sub versus sub is from an external 3-D 
perspective that shows both subs (cine- 
matic, but not realistic). Depth charges 
and underwater mine fields are handled 
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Das Boot: 
German U-Boat 
Simulation, by 
Three-Sixty 
Software, is a 
military - based 
game thet 
cloesn’t impose 
the nonmeal 
military 
emphasis on 
strategy and 
tactics. 


in the same manner. Surface mine fields 
are in the first person perspective from 
the conning tower, and the player loses 
10% of the sub’s ability with every mine 
struck. 

In the mission section of the game, the 
player plunges down into the Arctic, oper- 
ates in the fjords around Norway and 
goes against the North Atlantic convoys, 
or the like. Regardless of choice, the only 
difference between this area and the 
training area is the necessity to operate 
the boat to get from one arcade sequence 
to the next. 

The player moves about the ship's 
various areas: engine room, control 
room, map room, radio room, torpedo 
room, etc. Each has its own screen and 
command icons. It’s easiest to manipu- 
late with a mouse, though one is not nec- 
essary, but some keyboard manipulation 


is required. The most interesting area is 
the radio room, which includes some 
rudimentary deciphering equipment 
that’s fun to use when decoding allied 
messages. 

The graphics are, with the exception of 
the underwater screens, fairly rudimentary 
polygon fill. 

For arcade players that are looking for 
a military-based game that doesn’t 
impose the normal emphasis on strategy 
and tactics, Das Boot is definitely the clear 
choice. 

—E. D. 
Three-Sixty Software 
2105 Bascom Ave., Suite 290 
Campbell, CA 95008 
(408) 879-9144 
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CALL SCI , THE AWESOME VIDEO GAME STORE FIRST!! 


Introducing the SCI Video Game Service, bringing you the best video games from Japan! SCI has the 


games you want at a price that won't send you into orbit. SCI is a large importer of video games from Japan, 


Yes, you can play Mega Drive Games on your Genesis 24.99 


MEGA DRIVE TITLES 
Gynoug Shooter 
AeroBlaster Shooter 
Midnight Resistance Shooter 
Ka-Ge-Ki Action 
Kyukyoku Tiger Shooter 
Crackdown Maze 
Monster Lair Shooter 
Heavy Unit Shooter 
Darius II Shooter 
Gaiares Shooter 
Magical Hat Shooter 
Rainbow Island Action 
Rastan Saga II Action 
Hell Fire Shooter 
Shiten Myooh Action 
Columns Puzzle 
Whip Rush Shooter 
Curse Shooter 
Elemental Master Shooter 
Ringside Angel Wrestling 
Phelios Shooter 
Shadow Dancer Action 
Klax Puzzle 
Afterburner II Shooter 
Dynamite Duke Shooter 
DJ Boy Action 
Fatman Action 
Arrow Flash Shooter 
Granada Shooter 
Burning Force Shooter 
Star Cruiser Shooter 
Musha Aliste Shooter 


MEGA DRIVE GAMES COMING SOON 


Wrestleball 


Devil Hunter Yoko 


Valius 3 
Power Drift 
Shining Darkness 


Action 
Action 
Shooter 
Action 
RPG 


79.99 
79.99 
79.99 
74,99 
74.99 
79.99 
64.99 
69.99 
19.99 
79.99 
64.99 
69.99 
74.99 
49.99 
54.99 
39.99 
49.99 
69.99 
79.99 
74.99 
39.99 
49.99 
39.99 
39.99 
39.99 
69.99 
69.99 
69.99 
39,99 
39.99 
74.99 
74.99 


74,99 
74.99 
74.99 
74.99 
79.99 


SUPER FAMICOM GAMES 
Mario World Action 
Populous Action 
F-Zero Racing Action 
Actraiser Action 
Bombuzal Puzzle 


1-816-741-8522 


Call today for the lowest prices on Japanese video games 
compatible with the Sega Mega Drive, Sega Genesis, NEC 


PC Engine, SNK Neo-Geo, Nintendo Super Famicom as 


working to bring you high-quality products months before they 
arrive on store shelves (if they arrive at all!) Check out our 

lists of games and you'll agree that SCI is the only place to turn 
to for your Japanese games and systems! 


well as a wide selection of American games! If we do not 
have the game you want in stock, You get $10.00 OFF OF 
THE RETAIL PRICE! If you preorder on the day you call. 


IN STOCK NOW AND SOON TO BE RELEASED IMPORTS 


Gradius 3 Shooter 
Sim City Simul. 
Final Flight Action 
Super Deformer RPG 


99.99 
99.99 
99.99 
99.99 
99.99 


Super Mario Brothers 4 
Super Mario World 99.99 


99.99 
99.99 
99.59 
99.99 


(yy 


SUPER FAMICOM COMING SOON 


Hole In One Sports 
Jerry Bean Action 
Drakken RPG 

Area 88 Action 
Zelda 3 RPG 

Big Run Action 

NEO GEO GAMES 

NAM 1975 Action 
Magican Lord Action 
Baseball Stars Action 
Ninja Combat Action 
Top Players Golf Sports 
Joy Joy Kid Puzzle 
League Bowling Sports 
Super Spy Action 
Cyber-Lip Action 
Riding Hero Sports 


Blues Journey 


Neo Geo Gold System 
Neo Geo Sliver System 
Neo Geo Controller 
Neo Geo Save Card 


PC ENGINE CD- ROMs 


Golden Axe 


Where world Carme 


Valius 3 


J.B. Harold murder 


Super Military 
Super Darius 
Legion 

Sidearms Special 
Avenger 

Vasteel 

Y's Wanderer 
Oedo 808 


Action 
RPG 
Action 
RPG 
Simul 
Shooter 
Shooter 
Shooter 
Shooter 
Action 
RPG 
Action 


99.99 
99.99 
99.99 
99.99 
99.99 
99.99 


199,99 
199,99 
199.99 
199.99 
199.99 
199.99 
199,99 
199.99 
199.99 
199.99 
199.99 
649.99 
449.99 

pee Be 

3559 


9.99 
74.99 
79.99 
79.99 
79.99 
74.99 
74.99 
74.99 
79.99 
19.99 
79.99 
19.599 


PLEASE NOTE: We will accept COD orders-call for details. All orders in stock are shipped within 48 hours. Call for postage rates on orders for accessories, systems and larger orders. All Missouri 


orders must pay 6.225% sales tax. Any refunds or exchanges are subject to a 15.00 restocking fee. We reserve the right to change policies, prices or specials at any time without prior notice. No 


refunds, Credits or exchanges without prior authorization. All defective games can be exchanged for the same game only. We make no guarantees for product performance. Once your order is placed, it 
cannot be changed without authorization. All games you wish to reserve must be paid in advance. Sega, Sega Genesis, Sega Mega Drive, NEC TurboGrafix, PC Engine, GameBoy and Nintendo are 
registered trademarks and are not related to us nor are we endorsed by them. We are not responsible for typographical errors. Due to the verification process, some orders may take longer. 


Unavailability of product or other things are beyond our control. * 1990 by SCI-The Awesome Video Game Store! 


CIRCLE #107 ON READER SERVICE CARD. 


Eye of the Beholder 
STRATEGIC SIMULATIONS 
Versions: Amiga ($59.95), 
IBM PC ($49.95) 


Since the days of the early Ul/tima 
games, computer adventures have 
increasingly included more complicated 
scenarios, more combat options and char- 
acters more complex than a list of num- 
bers. Yet while providing this level of intri- 
cacy, the games sacrificed a key ingredient 
in good role-playing: real-time action. Dur- 
ing battle, characters were confined in 
special combat screens that placed every- 
thing happening outside of battle on hold. 
This is changing. In SSI’s beautifully ani- 
mated Eye of the Beholder, characters can 
fight, run, solve puzzles and even eat their 
rations at the same time! 

Eye of the Beholder is the first 
Advanced Dungeons & Dragons game to 


use the new second-edition 
rules, making the details 
easier to comprehend than 
in Pool of Radiance and its 
successors. The smaller 
weapons lists and less 
complicated rules also 
make success more depen- 
dent on strategy and quick- 
thinking, rather than mere 
mastery of charts and 
tables. 

With even the character 
backgrounds and on- 
screen command buttons 
carefully drawn-~ and 
Shaded, Eye of the 
Beholder supplies another 
element missing from 
those early role-playing 
games: atmosphere. 
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SSI’s Eye of the 
Beholder is the first 
AD&D game to use the 


Almost everything that can be animated 
is—monsters, missile weapons and the 
heavy iron gates found throughout the 
sewers. In this 3-D adventure, foes such as 
giant spiders and mind flayers look espe- 
cially threatening and can actually be seen 
lurking around corners or through small 
Openings in doors. Also, hidden buttons 
and levers are remarkably displayed 
obscurely, but not invisibly, regardless of 
monitor type. 

Eye of the Beholder is as fast as it is 
attractive. Combat is quick and brutal, and 
the menu-driven system makes good use 
of both the mouse and keyboard. Healing, 
the most laborious activity in the other 
AD&D games, is handled automatically. 
And since all items appear on the charac- 
ter drawing, trading takes place without 
dependence on confusing menus. 

Unfortunately, with all the attention that 
went into the game, the designers failed to 
create an interesting scenario. The rule 
book contains several maps and a detailed 
history of Waterdeep, which has little to 
do with the adventure but, hopefully, will 
be utilized in future installments. 

Overall, considering the graphics, real- 
time play and lack of problems that 
plagued other AD&D products, Eye of the 
Beholder is an exceptional game. And, for 
those who have trouble, the clue book is 
as well-designed as possible without 
resorting to an invisible ink pen. 

—David S. Moskowitz 
Strategic Simulations, Inc. 
675 Almanor Ave., Suite 201 
Sunnyvale, CA 94086 
(408) 737-6800 


Ultima Worlds of 
Adventure 2: 


ORIGIN 
Version: IBM PC ($59.95) 


One of the best decisions Origin ever 
made was to take the Ultima game-play- 
ing system and the player’s character, the 
Avatar, into new places and times in 
Worlds of Adventure. Martian Dreams is 
the second in this ongoing series of 
games scheduled to hit the software 
shelves between the numbered Ultima 
adventures. Martian Dreams takes a radi- 
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cal approach to Ultima quests in that the 
game bases its story on historical events 
and people rather than the mythical and 
fantastic lands and creatures of the previ- 
ous adventures. 

Like all U/tima adventures, the plot is 
detailed, and the characters are many. 
Martian Dreams pits the Avatar and some 
historical figures, notably Nellie Bly, Dr. 
C.L. Blood, Sigmund Freud and Nikola 
Tesla, against conditions on Mars in order 
to save and return a group of famous peo- 
ple that rocketed to the red planet by acci- 
dent two years earlier. Percival Lowell was 
the leader of that ill-fated expedition, 
which started out as a visit to his rocket. 
Suspiciously, someone fired the rocket 
and stranded Lowell and his passengers 
on Mars. 

The goal of Martian Dreams is to return 
the accidental tourists to Earth and dis- 
cover the secrets of Mars along the way. A 
lot of creativity went into the development 
of a Martian history and the interaction of 
the characters on the planet. This 
strengthens the merits of a fine product. 

The interface for Martian Dreams is a 
combination of the systems used in 
Ultima VI and The Savage Empire, and the 
best way to play is with a mouse, but the 
keyboard is also active. 

The screen is divided into 
four sections. The top right 
shows the status display 
and inventory windows. The 
status display lists the char- 
acters accompanying the 
Avatar on the quest, and the 
inventory for each character 
pops up when you click on 
that person’s icon. Object 
manipulation in the inven- 
tory windows is logical, and 
placement of readied 
objects only requires a simple click. 

The bottom-right quarter of the screen 
contains the display for text descriptions 
and messages. At the top left is the main 
display of the Avatar’s current position on 
Mars and the immediate surroundings. 
Finally, the bottom-left part of the screen 
replaces command icons with levers. To 
enter a command, simply click on a lever 
and then on the object of the action. 

The graphics are wonderful. Most of 
the objects are clear, and the characters 
are distinct. It was a good idea to keep all 
games after U/tima V/ on the same scale; 
this adds to the realism of exploration. 

As is usual with Origin products, the 
packaging for Martian Dreams is special. 
Along with the reference cards, the box 
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Martian Dreams takes 


a radical approach to the 
Ultima quest in that the 


game bases its story on 
historical events and 
people rather than 
mythical lands and 
creatures. 


contains a booklet listing the major his- 
torical figures in the game (there are 
many), another booklet that describes 
Mars and its creatures in gory detail and 
a map of the planet’s surface. These 
inclusions add a lot of atmosphere and 
also offer many hints. 

There are only two problems with the 
game. Whenever a pile of objects is in a 
location, only the topmost object is acces- 
sible. It would be nice in the future to 
allow cycling of the objects to get what- 
ever the player wants to the top. 

The other problem is something that 
Origin should correct for future releases. 
The sounds and music in Martian Dreams 
are of the finest quality. Unfortunately, to 
hear music in the game 
requires a memory-man- 
ager program that most 
users do not own. Origin 
should instead support the 
major sound boards 
directly. 

Martian Dreams is the 
next step in the develop- 
ment of the U/tima game 
world. The many historical 
figures in the game add 
urgency to the goal, and 
the secrets revealed later in 
the game are well worth 
the wait. The terrain and structures of 
Mars will certainly keep players busy. 
Martian Dreams sets another fine example 
for plot development and character inter- 
action. Putting all of this together results 
in a different type of challenge to keep 
players busy until U/tima VI// appears in 
stores across America. 

—Russ Ceccola 
Origin Systems, Inc. 
P.O. Box 161750 
Austin, TX 78716 
(512) 328-0282 


Heart of China 


DYNAMIX 
IBM PC ($59.95) 


Version: 


Dynamix took well over two years to 
finish Heart of China, but the result is well 
worth the wait. Graphically stunning, 
musically compelling and well-integrated, 
Heart of China is the latest in the wave of 
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adventures from Sierra and Dynamix that 
strive to take full advantage of home-com- 
puter capabilities. 

Because of the way Dynamix put the 
game together, there are many endings 
and varied paths to those endings. As a 
result, the game can be played more than 
once, and there will still be new things to 
see. Overall, the experience is closer to a 
movie than most other adventures dare 
attempt. Best of all, it stays enjoyable 
throughout. 

Like a good movie, Heart of China has a 
large and varied cast; there are three main 
characters and a host of others. The player 
must take the part of all three of the focus 
characters at different points in the game: 
Kate Lomax, daughter of an American 
tycoon who is held prisoner by a corrupt 
military leader in China; “Lucky” Jake 
Masters, a pilot indebted to Kate’s father, 
who has ten days to rescue her; and Chi, a 
ninja who guides Kate and Jake to safety. 
The story takes the trio all over Asia in 
search of an escape route. An important 
feature of character interaction in Heart of 
China is their ability to remember past 
actions. It is imperative that 
everything a player does 
moves Kate closer to free- 
dom. Sore enemies have a 
way of popping up at unex- 
pected moments. 

Heart of China is the sec- 
ond game to use the new 
Dynamix Game Develop- 
ment System. (Rise of the 
Dragon was the first.) The 
screen is dominated by a 
picture of the current loca- 
tion. Boxes in the lower corners hold pic- 
tures of characters and access inventory 
windows when selected. The highly intu- 
itive interface in Heart of China works best 
with a mouse. It is quite easy to learn, and 
all actions in the game are based on the 
three simple options: look, move and 
operate. 

In addition to normal interface usage, at 
various points in the game a signpost 
screen appears to indicate a plot-branch- 
ing point. Save the game before these 
points, then explore all avenues. But 
remember, Heart of China takes place in 
“real time.” Periodically sequences show 
up to let the player know what has hap- 
pened elsewhere in the game. 

All of the characters in Heart of China 
are digitized actors and actresses, and the 
background scenes are scanned paint- 
ings. This graphic technique makes Heart 
of China jump out of the monitor in 
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Like a good motion 
picture, Heart of China has a 
large and varied cast. 


superbly realistic 
detail. Scanned pic- 
tures are all the rage 
in computer games 
these days, a develop- 
ment that is reason- 
able, given the amaz- 
ingly quick changes in 
hardware over the last 
few years. Heart of 
China is at the cutting 
edge of graphic splen- 
dor. Now we can only 
| hope that in the future 

' games will all look as 
good as this beautiful 
adventure. 

Music and sound 
effects are exceptional. 
Like a good movie sound- 
track, the music in Heart 
of China draws the player 
deeper into the plot. Both 
music and graphics com- 
bine well in the two 
arcade sequences incor- 
porated into the game. 
These are a tank game and a thrilling fight 
sequence on top of the Orient Express for 
the joystick jockeys. If the sequences are 
too hard, don’t worry about it. Dynamix 
thought enough of the player to allow 
modification of the difficulty level of the 
sequences. This unusual feature should 
please most players. 

The documentation is well-written and 
offers a lot of hints for an observant 
player. One manual describes game con- 
trols and outlines the plot, while another 
acts as a travel guide to the locations in 
the game. Together, the two provide more 
than enough guidance to play the game. 
Packaged in an attractive box cover with a 
raised surface, Heart of China has every- 
thing going for it. It combines the right 
blend of romance, action, adventure and 
mystery. From the Orient Express to Paris, 
the game follows the trail established by 
movies like Romancing the Stone and the 
Indiana Jones trilogy. Jake is a strong and 
resourceful character, and Kate makes a 
great damsel in distress. 

Heart of China meets all expectations 
and stays action-packed throughout. You’II 
really feel you've lived a true adventure 
when you finally make it to the best possi- 
ble ending! 

—R.C. 
Dynamix/Sierra 
P.O. Box 485 
Coarsegold, CA 93614 
(209) 683-8989 
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94 QUANTUM GAMING 


e We have lower prices, lower shipping costs, faster @ 
service & we accept more forms of payment than ® 
any other video game mail order company in neg 
world! 

WE ARE ABSOLUTELY THE BEST IN THE ; 
WORLD! JAPANESE GAMES ONLY $50 - NEW! 
We sell new Japanese & American games, systems, | 
$ and accessories at the lowest prices in the world. * | 
WE NOW ACCEPT: VISA, MASTERCARD, PERSONAL 
CHECKS, CASH, C.0.D. & MONEY ORDERS! 
* Mega Drive -$145* Core Grafx -$190* Shuttle ry 
System - $140* Super Famicom - $290* Super 
* Grafx - $275* Genesis -$145* Turbo Grafx - $95* 
Lynx - $95* Game Gear - $148* MD/Genesis 
we Converter - $25* Turbo/PC Converter - $25* e 


ca CALL FOR FREE PRICE LIST & 
Yosser Bi 
e 1-803-658-7016 e 


THE LOWEST PRICES IN THE WORLD 
P. O. Box 340 ¢ Jefferson, SC 29718 
« Open 7 days — 7 am to 10 pm EST mm 
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TURBOGRAFX-16 
: OWNERS, DON’T 
PAY MORE FOR HOT 


GAMES 
BUY OUTLET DIRECT 
& SAVE! 


This month’s feature: 


CIRCLE #142 ON READER SERVICE CARD. 


BE A GOOD 


NeIGHoUR 


Volunteer. 


Add $4.00 handling charge. 


To order toll free call: 


1-800-350-4846 
M-F 9 to S PDT 


= 6 


we, 


CIRCLE #144 ON READER SERVICE CARD. 


& 
Ty American Heart Association 


Ultimate Game Club 
1491 Boston Post Road 
Old Saybrook, CT. 06475 


Uitimate Game Club 


1-800-Buy-At-Game-Club 
1-800-289-2842 


, get the PC 
‘games & get 1 free! 
r NES & Games iStock! 


or 1-203-388-6741 
or Fax 1-203-388-0084 


Call 1-900-Tip-Line & 
talk to me “Captain 


Call 1-990-TIP-LINE 


‘ ore free! 
5.-Buy:3 Turbo | 
ay'3 Ninte 


rant bined & get 1 bell gaine free! 
games & get used free! > 
“ti propk with every Grey aver 


urbo C $ 
roo CD Bom now only$299.99! 
11. Bus s & get 1 used 


systemsald 
13. Everything yewsee in this magazir 
including Gameboy, Lynx, Neo-Geo;.SUper-NES, 

Super com, Genesis, MegaDrive, TurboGrarkx, 
PC En B)Rom, and Nintendo. New and used 


et Ground or US Mail shipping than youg 
sales tax. 
5. If you buy over $200 worth of games yout 
recieve up to a 20% discount on UGC preat 
free shipping & a free Ultimate Hint Book. “* 
6. If you order over $500 worth of games you'ff 
recieve up to a 30% discount on UGC products. 
7. If you don't recieve your game in 30 days you 
have the right to cancel your order and get a 
prompt refund. 

8. We sell only authorized licensed legal products. 
9. Our Mega Drive adapter converts Mega Drive re eS 4 
games to play on Genesis for only $29.99. Our PC ; My <S eae 
Engine converter lets you play PC Engine games WA 

on your Turbo Grefx for only $69.99. Our Game 
Gear adapter converts Master System games to 
play on the Game Gear only $49.99. 


All of our adapters are guaranteed for life! 


This Months 
Gameboy Special 
Navy Seals 
Only $24.99 
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We Pay You/We Sell 


Abrams Btltnk 
After Burner Il 
Air Diver 
Airbuster 
Alex Kidd 
“Alien Storm 

Arcus Odyessy 
Arrow Flash 
Atme Robo Kid 

688 Attack Sub 
Battle Squadron 
“Battle Tank 


“Beanball Benny 


Bimint Run 
“Block Out 
Budokahn 
Burning Force 
Bustr Doug Bxg 
Colums 

*Crack Down 
“Cross Fire 
‘Curse 
Cyberball 

DJ. Boy 
“Dando 

“Dark Castl 
Dick Tracy 
“Dinoland 

Dyn Duke 
E-Swat 

Final Zone 

Fire Shark 
Flicky 
Forgotten Wrids 
Fil Labyrinth 
Gain Ground 
Gaires 

Ghost Busters 
Ghouls Ghosts 
Golden Axe 
Goll 

Granada 

Hard Driven 
Hell Fire 
Herzog Zwie 
Insector X 
Ishido 

James Pond 
“Jessie the Body 
Joe Mntana Ftbl 
John Madn Ftbl 
Kage Ki 
“Kings Bounty 
KLAX 

Lakers Celtics 
Last Battle 


M Jcksn Mnwlkr 


“Maze Hunter 

Mcky M. Castle 

“Meres 

“Mdnght Resist 
Might & Magic 
Missle Defense 


$20/$44 
8/26 
4/19 
12/39 
8/19 
26/44 
26/44 
24/39 
8/22 
28/48 
10/22 
26/44 
26/44 
24/44 
26/44 
18/29 
14/24 
8/29 
14/22 
26/44 
24/39 
29/36 
18/32 
6/19 
26/44 
26/44 
10/26 
26/44 
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8/24 
20/34 
12/29 
16/26 
16/26 

8/22 
16/32 
32/54 
18/32? 
18/29 
10/29 

8/22 
12/22 
18/29 

8/2? 
12/29 
18/32 
18/32 
22/36 
30/49 

§/29 
23/39 
28/48 
26/44 
12/29 
16/42 

8/16 
10/22 
26/44 
14/42 
26/44 
12/39 
32/54 
24/39 


Mondus Feht Palce 30/54 


"Ms. Pacman 
Musha 


CALL TO 
ORDER 


MOST GAMES DELIVERED 
WITHIN 2 BUSINESS DAYS 


26/44 
12/29 


(612) 533-8118 
FUNCO, INC. 


(When ordering by Credit Card) 


All Games Come With 
ae A 90-Day Warranty 


We Pay You/We Sell 


Mystic Defender 
“Paperboy 
Pat Riley Bsktbl 
“Pend Laird 
PGA Tour Golf 
Phantasy Str I] 
“Phantasy Str Il 
Phelios 
Populous 

Power Ball 
Rambo III 
“RBI TI 
Revenge Shinobi 
“Road Blasters 
“Road Rash 
Sagala 
Shadow Blaster 
Shadow Dancer 
Shove It 
“Skl/Crossbns 
Soccer 

“Sonic Hdghog 
Space Harrier II 
“Space Invaders 
“Spiderman 
“Storm Lord 
Strider 
Supr Hang On 
Supr Hydlide 
Supr Monoco GP 
Supr Thndr Bld 
Supr Vlybl 
“Swampthing 
Sword Sudan 
Swrd Vermillion 
T Lasorda Bsbl 
Target Earth 
Techno Cop 
Thndr Force II 
Thndr Force HI 
Trmptn Terror 
Truxton 
Vatis Il 
“Wardner 


Warriors of Rome 


Whip Rush 
Zany Golf 
Zoom 


$12/$22 
32/54 
6/19 
26/44 
22/42 
20/48 
38/69 
6/14 
20/39 
96/44 
10/22 
26/44 
12/26 
26/44 
26/44 
26/44 
2/22 
| 2/32 
6/14 
26/44 
16/26 
32/54 
16/26 
26/44 
32/54 
30/49 
12/39 
18/29 
4/29 
14/32 
12/24 
2()/36 
26/44 
18/32 
2()/36 
20/34 
12/19 
24/39 
6/14 
2()/39 
16/29 
6/16 
28/48 
26/44 
20/44 
14/24 
J 2/22 


10/16 


ACCESSORIES 


Cleaner 


Control Deck-New 


$14.95 
149 


Control Dk-Used 100/129 


Controller 


Controller (NEW) 


Misc Joystick 
Power Joystick 


Pwrbse Converter 


Scope Glass 


12/19 
24 
6/12 
28/49 
{2/22 


L27r9 


GAME GEAR 


GAME UNIT 
Dragon Crystal 
G-Loc 

M. Mouse Castle 
Psychic World 


Revenge/Drancon 
Super Monaco GP 


FREE MEMBERSHIP— Just fill 
out coupon and mail in. You will 
receive "The Fun Club" catalog. 


THE FUN CLUB 


$70/$129 


14/22 
14/22 
14/22 
14/22 
14/22 
14/22 


4948 Highway 169 North, New Hope, MN 55428 


Name 


Address 


City 


State 
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Crime Does Not Pay 
TITUS SOFTWARE 
Versions: Amiga ($49.95), 
Atari ST ($49.95), CDTV ($44.95), 
IBM PC ($49.95) 


Or does it? That’s the question the 
player struggles to answer in Titus Soft- 
ware’s new game, Crime Does Not Pay. 
The goal is to become the city’s next head 
of organized crime and make crime pay as 
well as it possibly can. The game is oOffi- 
cially endorsed by the Mafia, but don’t be 
too concerned about proving that crime 
does pay. After all, it’s only a game...a fan- 
tasy game, at that. 

The player joins either the Italian or 
Chinese Mafia and becomes one of three 
characters from each clan: The godfather, 
the hit man or the dangerous girl. Each 
character has his or her own unique abili- 
ties, but it’s up to the player to figure out 
what they are and use them accordingly. 

After selecting clan and character, the 
quest begins on the streets of the city. The 
player must find influential people, such 
as the mayor, and get them to come over 
to his or her side. How? By greasing his 
palms, see? Sounds like Edward G. Robin- 
son, huh? 


ect) Bein. Be Boer Qeot Boe: Qo & 
BIER AMATO CRIN BONY see WEE oios BET 
ASIEN CAE INS ote ersten ate BOI Bee 


Unfortunately, nasty thugs try to 
deprive the antihero of the opportunity to 
rise to the head of the syndicate. It’s not 
easy to reach that lofty goal, because com- 
petition for control of the city is vicious. 
Not only will the fledgling criminal have to 
use a trusty handgun for self-defense, but 
he must also collect items that can be 
used to accomplish the quest, such as 
ammunition, keys and money (which, 
illogically, is lying around just about 
everywhere). 

The game is fun once the player gets 
beyond certain quirks. The joystick routine 
is not very well implemented, and the 
gamer frequently winds up shooting the 
gun at the most inopportune times, like 
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in Gime Does Not Pay, 
by Titus Software, gamers 
must become the city’s next 
head of organized crime. 


when the police are lurking nearby. (They 
can't be killed because they wear bullet- 
proof vests.) It’s also much easier to shoot 
the darn gun than it is to holster it. 

The animation is adequate, but the 
screen flickers and jerks while it scrolls. 
VGA owners will be disappointed; the pro- 
gram is strictly 16-color EGA all the way. 


: : With sound 
Ue eel board support, the 
: i 4 ™ music is excellent 
(reminiscent of the 
roaring twenties). 
Inexplicably, there 
are no sounds 
accompanying such 
actions as firing the 
handgun; this is a 
peculiar deficiency, 


| rm eh 


GIUSEPPE GEORGIO SOPHIA and the game 


would have been 
greatly enhanced with better effects. The 
above ratings are based on the Ad Lib 
music and EGA graphics. Potential buyers 
desiring sound effects and 256-color VGA 
graphics should look elsewhere. 

The game ends when all characters are 
either dead or in jail. At that point, the pro- 
gram drops back to DOS and must be 
rebooted, then reconfigured for joystick 
use. Thankfully, there’s a save-game func- 
tion, but, sadly, the program itself is not 
pest-free. Several times when attempting 
to save a game in progress, the display 
filled with garbage. 

The package uses the “keydisk” copy- 
protection scheme, meaning that even 
though the game is loaded and running 
from the hard drive, the floppy must 
remain in its drive too. 

Crime Does Not Pay is not a totally 
unique idea. King of Chicago (Cine- 
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maware) did it long ago (and also did it a 
lot better). But for gamers who want to 
play their way through a life of crime, this 
program does present another look at law 
and order—from the other side. 

—Frank Eva 
Titus Software 
20432 Corisco St. 
Chatsworth, CA 91311 
(818) 709-3692 


Vaxine 
U.S. GOLD 
Versions: Amiga ($39.95), Atari ST 
($39.95), IBM PC ($39.95) 


123—f5 678 9 10 


PLAYABILITY 


OVERALL 12345978 9 10 


Imagine being so tiny that cells loom 
like giant balls. Equipped with the right 
weapons, you could blast viruses right out 
of existence and perhaps provide a Cure to 


diseases that have so far eluded the best 


efforts of medical science. This is the 
premise of Vaxine, a fast action game in 
which the player must save the life of the 
U.S. President by destroying the three types 
of viral cells that have invaded his body. 

The gaming field, viewed from the 
front window of a miniature sub, is a 
multicolored checkerboard that scrolls 
smoothly in all directions. The player 
pilots the craft with mouse, keyboard 
or joystick. Small, half-dome shapes lit- 
ter the landscape—these are the bases, 
which must be protected. If all the 
bases are destroyed, the game is over. 

The enemy are three types of virus 
cells. Distinguished by color, their 
main aim in life is to bond together in 
groups of three or more. When they 
manage this, they then converge on a 
base to suck the life out of it. Other 
varieties of cells include spitters (they 
spawn more cells) and hatchers that split 
up into many cells when hit. 

The goal is to destroy the viral cells. 
The gamer’s arsenal is made up of three 
types of projectile weapons whose colors 
correspond to those of the enemy cells. 
It's easy to choose the color of the next 
shot, and the color currently in use is 
shown in an on-screen indicator. Dispatch 
a projectile of the same color to immedi- 
ately destroy the cell, but if it’s shot with 
a weapon of a different color, a star 
appears that bounces three times. Hit it 
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Vaxine is a fast action 
game in which the player 
must save the life of the U.S. 
President by destroying the 
three types of viral cells that 
have inveded his body. 


before the third bounce for an addition to 
the supply of ammunition. It is crucial to 
master this maneuver, since it is one of 
the few ways to recharge the ammo sup- 
ply during battle. If you are unable to hit 
the star, shots will be deducted from the 
supply. There are also different groups of 
stars to shoot at in order to recharge the 
ammunition. Once the player 
runs out of any particular color 
of ammunition, the game ends. 

There are other items in this 
game, including portals that 
freeze everything until a shot is 
fired or time runs out. Portals 
make viral cells more aggres- 
sive, so they must be used with 
caution. DNA strings cost five 
times the number of shots. 
There is also a guidance system 

(called psychic 
radar) that guides 
the pilot to the 
nearest enemy cell. 

Vaxine could be 
a really good salve 
for the shooter's 
blues, but there’s 
one fly in the oint- 
ment. It’s diaboli- 
cally difficult to 
master the tech- 
nique of destroying 
enemy cells. 
There’s no aiming 
system at all—just 
press the trigger, 
and shots fly across 
the landscape, 
bounding along in 
barely predictable 
paths. The player 
can adjust the shots 
to have inertia if 
desired, and this 
can be helpful. The 
“no inertia” setting 
is virtually unus- 
able if the sub is moving at all. Yet this 
small added control is not as good a cure 
as the shots flying straight and true at 
their intended targets. 

Even at the very lowest levels, this 
game quickly becomes frustrating as the 
player madly attempts to destroy the cells 
in the president’s body. My word, they’d 
have better luck with chemotherapy! 

—David Plotkin 


U.S. Gold 

550 S. Winchester Blvd., # 200 
San Jose, CA 95128 

(408) 246-6607 
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How to Defeat the 
Red Baron 


DYNAMIX/SIERRA 
Versions: Amiga, IBM PC 


Flying the unfriendly skies of Red 
Baron is not unlike riding a roller coaster. 
The introduction of new aircraft by both 
sides throughout the war results in dra- 
matic shifts in the balance of power. In 
campaign games, the player has no con- 
trol over which aircraft he’ll fly until he 
reaches the rank of Captain (after 15 kills). 
At this point players can request a “per- 
sonal aircraft” from all models in service 
at the time. Once requisitioned, the player 
must use the aircraft for several months 
before asking for another type. 

Historical hindsight, provided via the 
excellent documentation, allows players to 
plan aircraft transitions to minimize peri- 
ods when they’re hopelessly outclassed 
- by new enemy fighters. For the Germans, 
it’s best to start with either an Albatros D.II 
or Ill (when available), progress to a Pfalz 
D.IIl by the summer of 1917 and then 
upgrade to a Fokker Dr.| Triplane in late 
1917. Fokker D.VII’s are available by May 
1918, but the flyer may be so comfortable 
with the Triplane by this point that he will 
be reluctant to change. 

For the British, start with the Morane- 
Saulnier “Bullet,” a scout of French design. 
With skill and a little cunning, the pilot 
should rack up ten or more kills with this air- 
craft prior to February 1916, when the Airco 
D.H.2 (“the spinning incinerator”) is intro- 
duced. Despite its intimidating nickname, 
this aircraft is highly maneuverable and can 
often account for four to six kills in a mis- 
sion. By summer 1916, the Brit should opt 
for the Nieuport 17 for maneuverability or 
the Spad 7 for durability and speed, depend- 
ing on dogfighting preferences. Finally, 
aspire toward ownership of a Sopwith 
Camel, despite its quirky torque problem. 

Before exploring the nuances of aerial 
combat, some basics are in order. The first 
is a keen appreciation for relative motion: 
the speed and direction of travel the target 
has in relation to one’s aircraft. This is criti- 
cal, because all attacks except from directly 
astern or directly ahead (the preferred shots 
due to low relative motion) involve learning 
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to lead the target by 
varying amounts. 
Most of the actions 


in Red Baron are 
squadron melees. With 
two to eight aircraft 
mixing it up, things 
rapidly become confus- 
ing. There are several 
critical points. First, 
change viewpoints 
rapidly to keep an eye 
on approaching attack- 
ers, even when about 
to put the finishing 
touch on the enemy in 
your sights. Myopia is 
deadly; if a bogey 
comes up from behind, 
it is almost always bet- 
ter to disengage from 
the current target, 
shake the bogey and 
open the range before 
reengaging. This often 
allows you to build up 
a speed advantage for 
the new attack. 

Specific offensive 
tactics include mas- 
tery of the dive and 
zoom climb. Oppo- 
nents often dip their 
nose into a dive as 
you approach, then 
suddenly pull back on 
the stick to sacrifice 
speed for altitude. To 
turn their escape 
attempt into a kill 
every time, hesitate 
two seconds after 
they start to dive, then 

a = + point up on them. 
Keep ne in ‘the sights until they start to 
climb again, then pull back on the stick to 
complete a shallower dive/climb combina- 
tion. Lo and behold, look who looms up in 
the gunsight at close range...scratch one 
enemy plane with a sustained burst. 

The enemy often scissors left and right 
as you approach from behind and out of 
range. Resist the temptation to mimic his 
turns, and rapidly close within range. 
When ready to fire, shoot before he actual- 
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The Sunsoft Blasterz™ Club is your ticket 
to the inside. Get a | ye 
3 issues of the Sun 

“Blast-On’ plus an offige 
card, erasable score 
and Blasterz sticker 


Name 
Address 
State ZIP 
i ith a check to: 
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Utouria: 
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New trom 
Sunsott 


ly crosses the gunsight. At this point, more 
experienced enemy pilots will cease the 
scissor move and break left or right. Com- 
mit in the same direction, even though it 
means overshooting and losing the target. 
That way, if he does cut back to the origi- 
nal direction, he’ll only have a quick cross- 
ing shot, but if he continues to turn, you'll 
reacquire him for a quartering shot. 

On the defensive, with an enemy clos- 
ing from behind, the best option (if at suffi- 
cient altitude) is to roll inverted and pull 
back on the stick to execute a Split-S. This 
loses all but the most persistent adver- 
saries. Unfortunately, this also loses a lot 
of altitude, so combine it with a zoom 
climb to get back up to the action. The best 
defense when you’re greatly outnumbered 
is to disengage and try to make it home. 

Finally, when flying special missions 
against enemy aces, take time to read their 
biographies in the manual. It provides invalu- 
able insight into how to defeat each of them. 

—Ed Dille 


Winning Tactics for 
Command HQ 


MICROPROSE 
Version: IBM PC 


Command HQ employs a wide variety 
of units, and each has its advantages and 
weaknesses. Knowing how to use these is 
the difference between victory and defeat. 

INFANTRY 

Infantry are slow and they have a nasty 
habit of getting so committed to a battle 
that they die before they can pull out of 
one they are losing. This doesn’t have to 
happen; land units will respond to “coax- 
ing.” If they are ordered several times 
instead of just once, they sometimes break 
an entrenchment and move. 

On the other hand, infantry are cheap to 
build, they don’t use much oil and they can 
dig in. A single infantry entrenched inside a 
city can hold off a single attacking tank unit. 

Infantry at sea move quickly. Pick paths 
that allow the infantry to make the most 
progress by water. For instance, move 
from dock square to dock square. Be care- 
ful, though; an infantry or tank unit on 
water will go down with a single sub hit. 

ARMOR 

Armor costs twice what infantry does 
and uses more oil. Those are the only bad 
points. Armor is faster, hits harder and can 
back out of a battle that’s going poorly. It 
can also slip in close to other battling units 
to rescue a weakened unit and sometimes 
steal a contested city. 

SUBS 

Subs exist for the surprise hit. The ideal 
place for them is waiting patiently in a sea 
lane or just outside a city filled with land 
units getting ready to cross over water to 
the other side. 
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When surface ships (cruisers and air- 
craft carriers) are in the area, pull the subs 
together to fight in wolf packs. 

CRUISERS 

Cruisers can fight subs to a draw and will 
win if they can stay just outside of the subs’ 
range during the battle. They can also per- 
form shore bombardment and sense units 
and city alignments at a distance—two 
things those sneaky subs can’t do. 

Cruisers can soften up coastal defenses 
before an oncoming amphibious invasion, 
but cruisers and other ships that get too 
close to a land unit (overlapping) will be 
bombarded by the land unit. 

UNSINKABLE CRUISERS 

Shore bombardment alone can never kill 
a land unit. This means that land units can 
be used as “unsinkable cruisers” by putting 
them on strategic coasts and islands. There 
are dozens of good spots in the Mediter- 
ranean where an infantry dug in on the 
coast can rip up a passing enemy fleet. 

CARRIERS 

Carriers bombard from a greater distance 
than cruisers. They may also carry airplanes 
that can bombard as well. They can be a 
powerful assist in fleet battles and amphibi- 
Ous invasions. However, they aren’t immune 
to either cruisers or subs and can be sunk by 
massed enemy ship attacks. Given that a 
carrier with aircrafts is worth a cool $40 bil- 


a lion, it definitely 


will be massed 
by enemy cruis- 
ers and subs if 
there are any in 
the region. 

AIRCRAFT 

Even though 
aircraft are very 
expensive, they 
are devastating. 
They will half the 
= strength of an 
en! | enemy land unit 
| they hit, and will 
cut by a quarter 
a ship’s strength. 
They can sink ships, but it takes a lot of 
hits (up to six) to eliminate a land unit by 
only air attacks. Their weakness is the long 
time it takes to move them from place to 
place, and the long time between air 
strikes. Aircraft are also the first to suffer 
when oil runs out. 

Always mass the aircraft. Have two to 
four based out of the same city. Use some 
to start an assault on a nearby city, but 
always save one or two to halt the “just in 
time” buildup that so often occurs after an 
assault is under way. 

City-based aircraft can also carry 
infantry on paratroop assaults. These can 
be useful for flying over fleet-infested 
waters and reaching those “lost cities” of 
the deep Amazon jungle. 

—Roger White, Jr. 
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f someone hates software pirates 

more than me, | haven't yet had the 

pleasure of meeting him or her. Be- 
sides my disapproval on ethical 
grounds (stealing is stealing by what- 
ever fancy name it’s called), | have a 
personal grudge against folks who un- 
lawfully take the games Subway Soft- 
ware designed. 

Bill Kunkel, Joyce Worley and | had 
the dispiriting experience of having 
our first computer game, Borrowed 
Time (Mediagenic), pirated into obliv- 
ion. During the winter of 1985, | 
couldn't sign on a computer network 
or bulletin board without finding a 
whole bunch of people talking about 
it, yet sales were pathetic. We never 
made a cent beyond the small initial 
advance until Virgin Games repub- 
lished the 1930s detective thriller as 
Time to Die last year. 

Yet even | have to laugh 
when the same designers 
and developers who copy 
each other's work without compunc- 
tion wail about someone ripping off 
their games instead of buying them. 
Talk about a case of pots and kettles! 

Electronic gaming is a convoluted 
paradox when it comes to the question 
of originality. The soaring artistic imagi- 
nation that breathes life into the classic 
games exists side by side with legions 
of slavish copycats. Many of the pro- 
grammers, designers, musicians and 
artists are sincere game-lovers who only 
want to produce the finest play experi- 
ence possible, but circumstances too 
often intervene and subvert lofty inten- 
tions into by-the-numbers development. 
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LATE-SUMMER 
MUSINGS 


ON THE 


ELECTRONIC 
GAMING 


INDUSTRY 


by Arnie Katz 


Writer, editor, lecturer and game 
designer Arnie Katz knows the field 
from every perspective. Each month, his 
column takes readers inside the world 
of video and computer games. Writing 
from his poolside in Las Vegas, Arnie 
tackles his own biggest dissatisfaction 
with today’s electronic games. 


Design thievery is as old as elec- 
tronic gaming. In fact, it predates it. 
The history of coin-op pinball is a pa- 
rade of imitations, knockoffs and near 
clones. Any time one company scored 


a hit, virtually every competitor would 
rush to develop something as much 
like it as the law would allow. 

Coin-op videos picked 
 - up this dubious tradition 
without missing a beat. In 
fact, the limited hardware capabili- 
ties of the early video quarter-snatch- 
ers provided a good excuse for the 
similarity of so many of the machines. 

The minute the first Pong cabinet 
hit the arcades in 1970, other manu- 
facturers started working on play- 
alikes. When “hard-wired” video ten- 
nis games hit the home screen, there 
were two-dozen companies offering 
substantially the same contests under 
slightly different names. 

This continued during the first 
golden age of home-programmable 
video-game consoles in the late 1970s 
and early 1980s. Software designers 
with an assignment to create a new 
cartridge would visit the local family 
amusement center and glom on to any 
concept that looked hot. The arcade 
contest Avalanche has substantially 
the same play action as the video-gam- 
ing classic Ka-Boom. The developers 
added a few flourishes, like the mad 
bomber who shuttles back and forth 
across the top of the screen, but the 
common features of Avalanche and 
Ka-boom are inescapably obvious. 
Similarly, dozens of ar- 
& cade and home games bla- 
tantly mimicked Space I/n- 
vaders, Pac-Man and Asteroids. 
There were at least as many bogus Pac- 
Man coin-op units as authentic ones— 
and very likely a lot more. 
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Around the turn of the last decade, 
the dodgy publishers stole from the 
coin-ops without restraint. Anything 
in an arcade or a video-game Car- 
tridge was in season for some of 
these outfits. Meteoroids in Space 
(Asteroids), Tubeway II (Tempest) 
and Crossfire (Targ) are three of hun- 
dreds of possible examples of home 
games that aped major coin-ops. 

Computer gaming tried to break 
away from excessive imitation in the 
mid-to-late 1980s, and sales rose en- 
couragingly as a result. Then the lure 
of cheap European product grew irre- 
sistible, and hundreds of generic side- 
scrolling action games swamped the 
business in red ink in 1989 and the 
first half of 1990. 

There’s nothing wrong with a game 
that fits within an established genre. 
The development of game categories 
is a natural byproduct of the popular- 
ity of this form of entertainment. Other 
mass media, like TV, movies and 
books, have such cate- 
gories. | am trying to draw 
a distinction, however, be- 
tween games that are original 

within their genre and those that dis- 
play little innovation or creativity. Star 
Wars is indisputably in the science fic- 
tion category, but it is fresh in theme 
and execution. There are a hundred 
grade-Z variations on George Lucas’ 
masterpiece that are also in the sci- 
ence-fiction category, but they 
brought nothing new to the party. 

Originality is in short supply these 
days. In cartridge country, the prime 
Japanese strategy is to dress up last 
year’s hit in even better audiovisuals, 
add a few levels or a couple of 
weapons and launch it as this year’s 
smash. If the technolog- 
ical leap is impressive 
enough, the new gener- 
ation title racks up big 
sales, but if the improvement 
is marginal, the cartridges’ 
fate can often be je 
learned near the bot- 
tom of the sales chart. 

Judging by the num- 
ber of “me, too” flight 
simulators, kinetic 
puzzle games and 
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fantasy role-playing adventures in 
which the hero must save a kidnapped 
princess, l’d say that the U.S. domi- 
nated computer-entertainment field has 
little to brag about concerning original- 
ity, either. 
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The brutal truth: It's eas- 
ier to get a derivative, uno- 
riginal game published 
today than a game with substantial 

new elements. There’s no conspiracy 
to leech creativity out of interactive 
electronic entertainment, but there are 
forces pushing companies in that dis- 
tasteful direction. 

Marketing has replaced product de- 
velopment as the prime mover at most 
video- and computer-game publishers. 
That means there’s less concern with 
the content of the product than with 
presenting it advantageously 

Marketing-oriented publishers usu- 
ally embrace two main strategies. 
One is to tie every product to a li- 
cense, even if the game has no overt 
connection with the property. Sadly, 
all too many license-based games are 
time-critical projects. Marketing de- 
crees that the game reach stores 
while the movie, TV show or comic 
book is still hot, so the game can ben- 
efit from publicity and advertising for 
the original property. That often 
means cobbling a game together 
from as many prefab parts as possi- 
ble to get the game out on time. Orig- 
inality takes a back seat to economic 
necessity. 

The other basic strategy is to rely 
on track record. The ruling assump- 
tion: If a title sells well, another a lot 
like it will make money too. The 


ss 


nugget of wisdom in this philosophy 
is that a new game in a hot genre gets 
a jump start compared to one in a less 
popular format. 

Unfortunately, it also leads to 
dozens of copycat games. Since the 
apostles of track record usually expect 
the imitative game to sell some per- 
centage of the hit that established the 
benchmark, the product-development 
crew must keep costs as low as possi- 
ble. And then come the off-the-shelf 
play mechanics. 

My concern with originality is 
based on more than ivory tower aes- 
thetics. | want each computer and 
video game to be a unique and excit- 
ing experience, but there’s practicality 
behind the idealism. 

Unoriginal games don't 
sell as many copies as in- 
novative ones. Many factors 
contribute to the current decline in 
the sales of 8-bit cartridges for the 
NES, but the cutback hasn't hit all titles 
equally. Ones that feature a major 
theme, play or technological break- 
throughs now sell at least twice as well 
as those that incorporate nothing new 
of importance. Nintendo’s near 
monopoly of its newest generations of 
chips allows it to attain this critical 
level of innovation more consistently 
than publishers who can’t afford to use 
them in their games, which helps ex- 
plains why many third-party cartridges 
have taken a pounding at retail. 

Whenever the software market be- 
comes unbalanced in the direction of 
too many imitative games, it hurts the 
whole industry’s image with con- 
sumers. New products are the best way 
to excite a 
hobby like 
electronic 
gaming. If 
those new 
products are just 
like the last batch, 
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who's going to get enthusiastic? Pretty 


soon, you've got a bunch of gamers 


feeling like they haven't seen anything 


really hot in a long time, and maybe 
their next $50 goes for a couple of 
boxes of baseball cards. 

And we all know where that 
leads. & 
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e'll dispense with the formalities this 
W monte ve got a fresh batch of 
above-average Game Boy stuff to 
look at and a Lynx title that's bound to 
turn the portable-gaming world on its 


ear. Hope your batteries are charged- 
up, cause here we go. 


Blades of Steel 


Ultra for the Game Boy 


This is the first hockey game for any 
of the portable systems and it's a killer. 
Like the NES game of the same name, 
it's a full-featured five-on-five hockey 
simulation with realistic graphics and a 
relentlessly quick pace. 


A new programming technique allows 
Blades of Steel to have very fast action while 
keeping the screen blur to a minimum. 


Blades of Steel lets you play a single 
game or a fournament in a league of 
eight teams. There's also a “practice” 
mode that lets you work on your fight- 
ing skills (vou mean they actually prac- 
tice this stuff?) and penalty shots. The 
teams don't seem to have different 
strengths and weaknesses, though the 
computer plays a pretty fair game—you 
may see some unusually high scores, 
but you'll rarely win or lose by a big 
margin. There's also a two-player mode 
that requires another Game Boy and 
another copy of the game fo play it. 

Ultra told me that the folks who 
develop their software in Japan came up 
with a new programming technique that 
let them do Blades of Steel on the 
Game Boy without sacrificing the fast 
action. That sounded like a publicity gim- 
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mick...until | saw the game for myself. 
Now, | don't know much about fancy 
algorithms or the way LCD screens work, 
but | can vouch for the fact that Blades of 
Steel is one heck of a fast game, and 
there's something about the way the 
screen scrolls that keeps the dreaded 
“Game Boy blur” to a minimum. 

Finally, Blades of Steel is recom- 
mended because it doesn't simply ape 
its predecessor and hope for the same 
kind of success. In some ways, the 
Game Boy version of Blades of Steel is 
actually better than the full-sized NES 
original. Sure, the color is gone, and 
you won't hear that digitized voice 
barking, “Get the pass!” every time you 
touch the rubber (well, some people 
might call the latter an improvement). 
But the animated closeups of goals and 
the angry faces of ready-to-fight players 
are unique, and the completely new 
stereo soundtrack makes my ears 
extremely happy. 


Bill & Ted’s Excellent 


Game Boy Adventure 
LJN for the Game Boy 


| had high hopes for this one, especially 
after watching the game's amusing intro- 
Guction. Bill S. Preston, Esquire, and Ted 
“Theodore” Logan aren't exactly Laurel 


and Hardy, but you could say that their suc- 
cess in film and on TV has been...er, “most 
unprecedented.” In the opening, the boys 
introduce themselves as “Wyld Stallyns” 
(with the ubiquitous “air guitar” posturing 
and sound effects) before explaining the 
game's plot as only they can. 

But after that, it’s all downhill as the 
terrific twosome’s time-traveling tour is 
turned into an aimless platform-jumping 
contest, with only brief intermissions and 
awkward symbolism to refer to the 
theme of the film it's based on. Basically, 
Bill & Ted appear in different places of 
the world at different times in history, 
where they leap around and pick up 
glowing objects while avoiding enemies 
who are not always incidental to the 


Bill & Ted’s 
Excellent Game 
Boy Adventure, 
by LIN, suffers 
from a painfully 
simplistic focus. 


time and place described at the begin- 
ning of each level. Many screens have 
rudimentary puzzles that need to be 
solved before you can advance to the 
next one—for example, you may be 
required to pick up the objects in a cer- 
tain order, enabling you to take advan- 
tage of doors or platforms that appear 
or disappear at different times. 

Bill & Ted’s Excellent Game Boy 
Adventure has a lot more in common 
with the old Jumpman and Jumpman 
Jr. computer games of the early 1980s 
than with the three-quarter perspective 
Bill & Ted game that appeared on the 
NES recently. The game has good music, 
but the graphics and game play are so 
nondescript that they really don’t have 
anything to do with Bill or Ted—or any- 
body's idea of an excellent adventure. 

What could have been a neat tie-in 
with a popular film and TV series has 
turned out to be a disappointing stab at a 
genre that’s more than a decade older 
than the system it's played on. The game's 
concept is mostly to blame—instead of 
pushing the limits of the Game Boy's 
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capabilities, the developers seem to have 
limited their vision to a painfully simplistic 
focus. The result, while mildly entertaining, 
is a pair of “Wyld Stallyns” with a ball and 
chain attached to each leg. 


APB. 


Atari for the Lynx 

With its tiny low-resolution screen, 
you'd never expect the Lynx to be 
capable of reproducing the nuances of 
a full-sized arcade game like A.P.B. (All 
Points Bulletin). On the contrary, this little 
2-meg card is packed with pure enter- 
tainment, right down to the last bit. In 
fact, there’s no reason to compare the 
Lynx version to the coin-op af all. This 
game is good enough to stand on its 
own as one of the best Lynx titles yer, 
and comparing if to any ofher game on 
any other system would be an insult to 
the creativity of the people who deliv- 
ered this baby. 

In A.P.B., you're Officer Bob, a 
rookie fresh from the police academy, 
who patrols the cify’s streets in a 
squad car, searching for criminals who 
can fill his daily “quota.” Sometimes 
he’s not required to ticket any more 
than a handful of litterbugs and 
speeding taxicabs, buf as the game 
progresses, he chases after bigger far- 
gets like drunk drivers and murderers. 
Often an all points bulletin will be 
issued, and Officer Bob also needs to 
look out for these high-stakes offend- 
ers and haul them into the station for 
big bonuses. 

With an overhead view of Officer 
Bob's vehicle, players are free fo cruise 
through the streets in any direction. 
There's a lot of exploring to be done, so 
you ll have to keep an eye on your gas 
gauge and the on-screen timer if you 
expect fo get around town and make 
the required collars. That's the amazing 
thing about this game: the city is huge, 
and the hidden bonus objects and loca- 
tions seem nearly limitless. You can 
even buy more fime by visiting the 
donut shops and gas stations that 
appear af various locations. 

A.P.B. also features a ton of digitized 
voices and sound effects. When you 
meet your quota, the dispatcher calls 
out, “Car 54, return to station!” over 
your police radio. Asking other cars to 
pull over will get you a variety of spo- 
ken responses, from, “Sure thing, 
ossifer!” to, "No way, Jose!” or even, 
“Make me!” If you earn foo many 
demerits, the hulking, goggle-eyed 
Sergeant Mulrooney bawls you ouf by 
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breathing fire until your whole head is 
blackened and charred; the roaring 
“whoosh!” of his flaming halitosis will let 
you know it's “game over” time without 
even looking af the screen. Drive past a 
country & western bar, and you'll hear 
howls of “Yee-ha!” from the patrons 
inside. 

While A.P.B. may not have the 
instant, universal appeal of a Pac-Man 
or a Tetris, it doesn't take long for most 
people to get hooked by its innovative 
game play. Youll howl, you'll groan, 
you ll laugh out loud—and you'll be 
darn glad you bought a Lynx. 


Who Framed Roger Rabbit 


Capcom for the Game Boy 

Don't confuse this cartridge with the 
mediocre Roger Rabbit game that hit 
the NES market over a year ago—the 
Game Boy version of Who Framed 
Roger Rabbit is a surprisingly enjoyable 
adventure. We've looked af a lor of 
high-quality Game Boy titles this month, 
but I'd have to say that this is my 
favorite. 


Capcom’s Who framed Roger Rabbit 
has slick graphics, nifty 1940s-style 
music and clean, logical controls. 


I've always been fond of the lush, 
animated intermissions that tell the story 
of games like Tecmo’s Ninja Gaiden 
between each stage of arcade action. | 
believe it was Tecmo who came up 
with the term “cinema display” fo 
describe these minicartoons (“like 
watching a movie,” the reviewers said), 
and lately this phrase has come into 
general use in discussing any game that 
includes such a feature. Well, Who 


Framed Roger Rabbit is like an interac- 
tive “cinema display” that lasts for the 
entire game. It's a cartoon that you can 
carry in your pocket. 

The game's plot includes dozens of 
references fo the movie it's based on. 
Crafty Toon-hater Judge Doom has sent 
his five Weasel henchmen to kidnap 
Roger's wife Jessica, and you get to play 
the part of Roger as he works with pri- 
vate detective Eddie Valiant and tries to 
reclaim his bride and have Doom 
arrested. 

| can't say enough about this game's 
slick graphics, nifty 194Qs-style music 
and clean, logical controls. It’s basically 
a simple adventure game—you have 
to get the password from Lucy before 
you can enter the “Ink and Paint Club,” 
you must get a trolley ticket from Eddie 
before you can ride to the other side of 
town, and so on. But you will need a 
certain degree of control-pad skill, since 
youll have to dodge bad guys and 
bop them with your Acme “punch 
glove” as you roam the maze-like 
streets of Toontown. 

Once you've finished Who Framed 
Roger Rabbit, you may not be too 
interested in playing through the same 
adventure again. Ironically, that may be 
the key to the game's success. Instead 
of using valuable program space to 
make the game more flexible and 
encourage repeated play, Capcom has 
stuck to a strict, fairly linear story line that 
allows for a lot of unique sequences 
along the way. 

For example, there's a scene early in 
the game where Roger has fo hide in 
the closet in Eddie's office while one of 
Doom’'s weasels barges in to check the 
place out and make idle threats. During 
this time, the screen shows Roger's 
viewpoint as he peeks out nervously 
from the door's thin slats and waits for 
Eddie to tell him that the coast is clear. 
You don't gain any valuable informa- 
tion from inside the closet, it’s just a 
neat little intermission that illustrates my 
point perfectly: this type of extrava- 
gance is rarely seen on the Game Boy, 
and if practically guarantees that you'll 
get your money's worth the first time 
around. 

Next time, we'll take a look af a cou- 
ple of hot, new Lynx titles and more 
Game Boy stuff, and we'll try to cover 
the Game Gear software that slipped 
through our fingers this month. Feed- 
back is always welcome; send your 
comments and suggestions to 
VIDEOGAMES & COMPUTER ENTERTAINMENT, Attn: 
Gaming on the Go, 9171 Wilshire Blvd., 
Suite 300, Beverly Hills, CA 90210. pA 
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t’s a big day here at the Doctor’s 

office. The celebration is in full swing, 

the TV camera cables are strung 
across the floor like a thousand joystick 
wires and I’ve taken a few moments out 
from the revel to sneak off to a word 
processor and write this installment. 

As I've mentioned in previous 
columns, everyone who has a question 
printed this month gets a Game Doctor 
Prize Packet, so let’s get right to it! 


What exactly is ina “Doc’s Package?” 
—Mike Duffy 
Hopkinton, MA 


You'll have a chance to see for 
yourself now, Mike, but the Doc’s Prize 
Packets are a random collection of 
buttons, T-shirts, plastic bags, watches 
and other goodies imprinted with the 
names of electronic games. These 
knickknacks come the Doc’s way on a 
regular basis, so | keep a special box 
full of items from which | put together 
the Prize Packets. 


Here are some questions that | 
think readers would like answered: 

1) If the battery in a save-progress 
game pack ever runs out, what can be 
done to replace it? 

2) Does the number of megahertz 
frequency cycles in which the CPU of a 
system runs at matter as far as what 
that system can do? 

3) Is the Nintendo Game Boy capa- 
ble of digitized speech? 

4) | recently saw numerous tricks 
on Sega Genesis games that involve 
cartridge removal while the unit’s 
power is on. If those tricks are not 
glitches or bugs and are built in on 
purpose, then is the Genesis actually 
designed for such a process? 
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5) Can video-game consoles dam- 
age a IV's capability to receive and 
translate radio waves and thus make 
the TV display low quality? 

—Marco Roxas 
Upper Marlboro, MD 


Great Game Doctor Qs. Some 
answers: 

1) Batteries can be replaced, theo- 
retically, but you’d have to crack open 
the cartridge to do it. There is no way 
to salvage the saved games on that 
battery, however, since the moment it 
is removed, the memory is wiped. 

2) MHz (cycles per second) can be 
one of those deceptive stats we dis- 
cuss all the time in this column. AII 
processors are different; an IBM run- 
ning at 12 MHz is not the same as a 
video-game system running at that 
speed. Remember that the new Super 
NES runs at a mere 3.58 MHz, which 
seems a little slow, but other proces- 
sors can pick up the slack. The speed 


is important, in other words, but you 
have to look at the entire system setup 
before reaching a fair conclusion. 

3) Some digitized speech has been 
done on the Game Boy, but the sys- 
tem doesn’t encourage it. “It’s very, 
very hard, and we've been working on 
it for months,” one industry insider 
told me. Without some additional soft- 
ware-based chip technology, don’t 
expect to hear much chitchat on the 
Game Boy. 

4) Yanking a cart out of or inserting 
a cart into a live system is like a shock 
to that game unit’s system, and the 
results are unpredictable. Do the Doc a 
favor, okay? Don’t do this! 

5) Except for burn-in, which hasn't 
been a significant problem for video 
games in almost two decades, video- 
game systems won't really hurt your 
TV, but if your RF box’s shielding is 
inadequate, it might hurt reception. 


Lately I've heard from several maga- 
zines about a new TurboGrafx-16 game 
entitled /mpossimole, but no mag has 
given me any info about its content, 
plots, levels, etc. Can you help me? 

—Justin Hall 
Upland, CA 


Adventure: Impossimole is slated 
for a November ‘91 release by NEC. It 
involves the adventures of a mole who 
is kidnapped by an alien while at the 
beach spaceship. The aliens give him 
super powers, thus creating Impossi- 
mole, in order to save their planet in a 
five-level side-scroller. 


When | received Shadow Dancer for 
the Genesis, | was amazed by all the 
new technology programmed into it. 
There were things in the game that | 
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Free Games Available!) | 122722 NIDEO GAME >) THENEWEsT 


AVAILABILITY THE BEST 
OR PRICE HEADQUARTERS 


Call for details 
TRADE-IN YOUR UNWANTED VIDEO GAMES OR SYSTEMS 
& SAVE $2 - $300.00 FOR EACH ONE WE NEED! 


New & Used Video Games & Systems 
Mega Drive + Nintendo * Genesis * Sega * Game Boy * Turbo Graphics 
Neo Geo « Lynx « Japanese Games & Systems 


Radio Controlled Vehicles & Models 
Skateboards - 


PRICES" 


1-800-441-2984 ORDERS ONLY 


Genesis) ns 


Genesis System $149.00 Phelios 
Abrams Battle Tank .. Battery 
Airbuster $42. Dragon Crystal 
Alien Storm : G-Loc 
Arcus Odyessy 
Batman 
Berlin Wall Rastan Saga II 
Bimini Run ; RBI Ill 
R.C. Grand Prix 


Revenge of Shinobi 
Road Blasters 


VIDEO GAME TRADE-IN CENTER 


Road Rash 
982 Monroe Ave. - Rochester, N.Y. 14620 Sagain .. 
(71 6) 244 . 8321 Shadow Blasters 
wads : enon Lebews Neo Geo Gold 
Wholesale Inquiries for New & Used Games Invited | Blues Journey 
“TTTTIITIIILCILCIICCICILCIOLrILcrirciciiereiicticece |. B-Eyes .95 Sonic the Hedgegog .... $44.95 re a 
Elemental Master 688 Attack Sub Scar S 
Fantasia $41. Space Harrier || B 3 ball St 
i ed aa a led | Fatal Labyrinth 95 Space Invaders 91 occ =e 
e x Faery Tale Adventure .. Spiderman ; Kn ae Nanas 
$54.95 Star Control oe 
a ‘ Ninja Combat 
ree Games Available! ' | , 


Sengok 
James Pond $36. $36. 
Jesse The Body Top Pla 
John Madden Su 
KA-GE-KI per .... $36. 
Kings Boun 95 Super Volleyball Super Nintendo ™ 
Lakers vs. Swamp Thin ; 
Midnight Resistance .... $41.95 Sword of Sodan . F117 Stealth Fighter 
Mickey Mouse $41.95 Sword of Vermillion ; Actraiser 
Might & Magic II ! Targhan Bill Latmbeer Com. Basketball 
Ms. Pacman 95 Task Force Harrier F Zero 
Techno Cop $46. Simpsons 
; Super R-Type 
Tommy Lasorda Castevania IV 
Valis III $54.95 TMNT 
Wardner $44. Zelda 3 
$51. Sim Ci 
Phantasy Star || $58.95 John Madden Football 
Phantasy Star III $59.95 Lakers vs. Celtics 


Call for details 
TRADE-IN YOUR UNWANTED VIDEO GAMES OR SYSTEMS 
& SAVE $2 - $300.00 FOR EACH ONE WE NEED! 


New & Used Video Games & Systems 
Mega Drive « Nintendo * Genesis * Sega * Game Boy « Turbo Graphics 
Neo Geo + Lynx * Japanese Games & Systems 


Radio Controlied Vehicles & Models 
Skateboards - Clothing - Sneakers 


Video Game Headquarters does not guarantee compata- Shipping: 
bility with any system. No refunds. Exchanges only forun- | UPS ground $3.50 /order on 
opened software on in-stock merchandise. Everything is | games. 2nd day air/$6.00. 
subject to change. Call for alternative shipping 
VISA & MASTERCARD Money Orders treated as cash. | 29 hardware shipping. 

P.O. Box 15371, Evansville, IN 47716 


VIDEO GAME TRADE-IN CENTER 
982 Monroe Ave. - Rochester, N.Y. 14620 


(716) 244 - 8321 


Wholesale Inquiries for New & Used Games Invited 
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CIRCLE #148 ON READER SERVICE CARD. CIRCLE #149 ON READER SERVICE CARD. 


24 HOUR 


ORDER/INFO LINE LYNX” 


(214) 218-5800 Genesis 


Personal Arcade 


We can accept VISA and MASTERCARD orders by phone. 
Money orders can be mailed to us for prompt processing. In 


stock games ship within 24 hours. All games are brand new, TAR an ] R Bl 
even though our prices resemble other's charges for used A | XE C16) 
games. Normal UPS shipping and insurance is $1 per 
cartridge and $5 per game system. Texas residents must pay 


7.25% sales tax. A single $3 processing charge is assessed JOYSTICKS RHF ™ 


= ope sea and agar orci ip sas We ee 
* ne i Ry len mera ah epee 086. ACCESSORIES 
ATARI MM 9200 _— COMPARE ¢ OUR SERVICE AND SELECTION! HAND HELDS 
GAME BOY“ HERE ARE JUST A FEW EXAMPLES INTELLIVISION ™ 


SEGA GENESIS TURBOGRAFX-16 GAME BOY ATARI LYNX SUPER NES 
Game System $139.95 Game System $99.95 Game System $89.95 Lynx Portable $99.95 Game System $199.95 
Stereo Speakers $19.95 TurboGrafx-CD $279.95 Screen Magnifier $10.95 Chess Challenge $39.95 Pilotwings $59.95 
Spiderman $49.95 TurboExpress $299.95 Stereo Amplifier $14.95 QIxX $39.95 F-Zero $59.95 


TM 


COLECOVISION NEO-GEO SEGA GAME GEAR ATARI 7800 SEGA MASTER 


Game System $99.95 Game System $439.95 Game System $149.95 Game System $39.95 Master System 2 $59.95 
Hand Controller $19.95 Cyber-Lip $189.95 Shinobi $34.95 Robotron $14.95 Ghouls N Ghosts $39.95 
Over 90 Titles Available!! Super Spy $199.95 Slider $29.95 Galaga $14.95 Ultima 4 $79.95 


So oe FOR A COMPLETE CATALOG ( TELEGAMES USA ) 
VISA SEND YOUR NAME, ADDRESS, AND MACHINE TYPE 


PLUS $1 FOR POSTAGE AND HANDLING TO: BOX 901V - LANCASTER, TEXAS 75146 
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thought were beyond the capabilities 

of video-game systems. For example, 

in the first stage there is a burning 

town that sways back and forth in per- 
fect motion. How is this done? 

—Aaron Cline 

Bliss, ID 


The various special effects seen in 
these games are a combination of 
sprites, parallax technology and old- 
fashioned illusion. An unusual use of 
sprites can also be seen in EA's John 
Madden Football, where the yard lines 
and on-field numbers are a combina- 
tion of sprites and background graph- 
ics, combined in a clever way to give 
the illusion of animated movement on 
the gridiron. 


I’ve been studying digital electron- 
ics for about a year, and | am thor- 
oughly intrigued with the technologi- 
cal advancements that video games 
have made. | wonder if home video 
games will ever replace coin-op 
arcade games. | find the logic of digital 
circuitry very simple, but to me, the 
circuitry itself is very complex and 
confusing. It’s mind-boggling how just 
eight or 16 bits can produce amazing 
graphics and realistic sound. 

When | buy video games like Leg- 
end of Zelda and Dragon Warrior, | 
wonder if the battery in the cartridge 
recharges whenever it’s played, or will 
| have to throw away the game after 
five years and buy another one? 

—Chris Webb 
Franklinton, LA 


Home video games have already 
put a serious dent in the coin-op mar- 
ket, but by and large, it’s been a ques- 
tion of arcade-game manufacturers 
shooting themselves in the foot. The 
Only advances or innovation seen in 
coin-op games over the past five years 
have been in terms of sound and 
graphics; the games themselves 
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remain the same tired rehashes and 
genre contests. The bottom line is that 
the arcades have got to offer players 
something they can’t get at home and, 
with a few exceptions (mostly 
hydraulic-based sit-down units), they 
have failed to do that. 

| suspect, however, that arcades will 
evolve over the next ten years into dif- 
ferent kinds of entertainment retailers, 
emphasizing participation (such as 
Photon—a group light-gun type of 
game—does), sophisticated simula- 
tors and modem play. 

Those batteries on the backs of 
video games will eventually die, but 
that doesn’t mean you'll have to toss 
your game; only that you won't be 
able to save your adventures. 

Good luck in the world of digital 
electronics, Chris! 


oe 


| was wondering, exactly how do 
passwords work? Does each number 
or letter in your password represent a 
certain position or weapon in a game? 
When you put them all together do 
you get what you had when you left 
off? If so, how does that work when 
you have two copies of the same 
game and the password from the one 
you've played works in the one you 
haven't? 
—Oliver Puppel 
Sturgis, SD 


Great questions, Oliver. Passwords 
are basically the equivalent of an auto- 
matic-options screen. When you insert 
a cartridge, typing in the passwords 
communicates a list of instructions or 
settings to the cartridge. One letter in 
the password, for example, tells the 
program which level you're at. Anoth- 
er might tell the program that you’re 
Carrying a battle-ax, and so on. It 
doesn't matter how many copies of 
the same game you use, the same 
instructions will be communicated. 

The more (different) instructions 
that have to be communicated, the 
longer the password will have to be. In 


some games, the password represents 
only the level the gamer was last at, 
while in others there are long lists of 
spells, weapons and characteristics 
that must be tracked. 


| have noticed that all Game Boy 
cartridges have the code “DMG-XX- 
USA” stamped on them somewhere. 
“KX” is a two-character abbreviation 
of the name or type of game. My 
question is, although the “USA” must 
be United States of America, what 
does “DMG” mean (Department of 
Miniature Games maybe)? 
—Gregg Woodcock 
Garland, TX 


ameter 


Love this Q, Gregg! Nintendo is 
pretty tight-lipped about this stuff, but 
our best guess is that it stands for 
“dot matrix game,” which seems to be 
Nintendo's generic code for Game Boy 
product, just as “SHVC” is the Super 
Famicom code. 


That about wraps us up for this 
month. I’ve got a party to get back to, 
after all. But before | go, let me thank 
you great readers for sticking with this 
column. Whether you’re a newcomer 
or an old-timer, every time | read 
through your letters | am flattered that 
such obviously intelligent and inquir- 
ing minds are coming to me for infor- 
mation. Also, no doctor works alone. 
Company spokespeople like Tricia Latz 
at NEC and friends like the folks at 
Westwood Associates and, especially, 
my technical advisor Seth Mendel- 
sohn of Virgin Games are largely 
responsible for any value this column 
has. And | don’t want to forget Game 
Nurse Becky, who helped in packaging 
all these Prize Packets! 

Now we start our second decade. 
Be here next issue for more Os and As 
about the world of electronic gaming 
and news of the International Corre- 
spondents Club we mentioned a few 
issues back! Until then, aloha...and 
thanks! & 
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USED NINTENDO® CARTRIDGES 


To sell back your cartridges, | 


Nintendo is a registered trademark of Nintendo of America Inc. 


please follow these instructions: 


We Sell Used / We Buy 


| 1. YouDO NOT NEED to call or obtain authorization before 
sending in your cartniges. 


2. Pack your cartridges carefully. Include your Name, Complete | 
Address and Phone Number on a piece of paper INSIDE 


the box with your cartridges. 
| 3. Send your cartridges via U.P.S. or Registered U.S. Mail to the 

address below. To receive prices in this ad, you must include 

the "Dept #" from below on the OUTSIDE of your package. | 
| 4. You may use the money from your cartridges to buy other 


cartridges. If you wish to buy other cartridges, please list 


| them on the same piece of paper with your Name, Address, 
and Phone Number. If you want CASH FOR YOUR | 
CARTRIDGES, we will send you a check within 2-3 days of 

| receiving your cartridges. 


We Sell Used / We Buy 


"Receive a $10 Bonus when you sell back 5 or 
"more Genesis cartridges. Return this coupon 


«with your cartridges for your $10 Bonus. (VG10) , 


Used 


™ 


World Champ 29.95/ 15.00 
World Championship 

Wrestling 29.95/ 15.00 
Wrestlemania 

Challenge 34.95/20.00 
X Men 19.95/8.00 
Yo! Noid 29.95/ 15.00 


When selling back your 
Nintendo cartridges, we deduct 
$2.00 for each missing box and 
$1.00 for missing instructions. 
Although all Nintendo 
cartridges include instructions, 
some may not have the onginal 
box. If you require a box with 
your cartridge, please make a 


Don't wait weeks or months for payment for your cartridges, | 


We Sell Used / We Buy 


receive payment or other cartridges FAST from BRE Software. 


1943 
720 Degrees 
Adventure Island 


24.95/ 12.00 
19.95/8.00 
29.95/ 15.00 


Adventure Island || 34.95/20.00 


note of it with your order. 


GENESIS 


Cartridges 
We Sell Used / We Buy 


We Sell Used / We Buy 


Adventures 

in Magic Kingdom 34.95/20.00 
Adventures of Link 19.95/8.00 
Adv. of Lolo 24.95/ 12.00 
Adv. of Lolo 2 34.95/20.00 
Adv. of Rad Gravity34.95/20.00 
Arch Rivals 34.95/20.00 
Archon 24.95/ 12.00 
Bandit Kings 

of Ancient China 34.95/20.00 
Base Wars 34.95/20.00 
Baseball 

Simulator 1.000 34.95/20.00 
Baseball Stars 39.95/24.00 
Battle Chess 24.95/ 12.00 
Battle of Olympus 24.95/12.00 
Battle Tank 34.95/20.00 
Battletoads 34.95/20.00 
Beetlejuice 29.95/ 15.00 
Big Foot 24.95/ 12.00 
Black Bass 39.95/24.00 
Blades of Steel 24.95/ 12.00 
Bubble Bobble 29.95/ 15.00 
Burai Fighter 24.95/ 12.00 
Cabal 24.95/12.00 
Califomia Games 29.95/15.00 
Captain Skyhawk  29.95/15.00 
Casino Kid 24.95/12.00 
Castlevania 19.95/8.00 
Caveman Games 29.95/15.00 
Challenge 

Pebble Beach 29.95/ 15.00 
Champ. Bowling 24.95/12.00 
Chessmaster 34.95/20.00 
Chubby Cherub 29.95/ 15.00 
Classic Concen. 29.95/ 15.00 
Codename Viper  19.95/8.00 
Conan 29.95/ 15.00 
Conquest and the 

Crystal Place 29.95/ 15.00 
Contra 24.95/ 12.00 
Cryon Conquest 29.95/15.00 
Crystalis 24.95/ 12.00 
Days of Thunder 24.95/12.00 
Deja Vu 29.95/ 15.00 


Destiny of Emperor 24.95/12.00 


We Sell Used / We Buy 
Fighting Golf 24.95/ 12.00 
Final Fantasy 24.95/12.00 
Formula One 

Built to Win 29.95/ 15.00 
Gauntlet 19.95/8.00 
Gauntlet 2 24.95/ 12.00 
Genghis Khan 29.95/ 15.00 
Ghostbusters 24.95/12.00 
Ghostbusters 2 24.95/ 12.00 
Gl Joe 29.95/ 15.00 
Gilligan's Island  24.95/12.00 
Gremlins 2 29.95/ 15.00 
Harlem Globetrot. 29.95/15.00 
Heavy Shreddin 29.95/ 15.00 
Hollywood Squares 29.95/15.00 
Ikari Warriors 3 29.95/ 15.00 
Immortal 34.95/20.00 
Indiana Jones 

The Last Crusade 29.95/15.00 
lsolated Wamior 24.95/12.00 
Jack Nicklaus Golf 29.95/15.00 
Jackie Chan's 

Kung Fu 29.95/ 15.00 
Jeopardy 29.95/ 15.00 
Jeopardy 25 Aniv. 29.95/15.00 
Joumey to Silius  29.95/15.00 
Joust 24.95/ 12.00 
Kid Icarus 24.95/ 12.00 
Kid Kool 24.95/ 12.00 
Kings of the Beach 24.95/ 12.00 
Kiwi Kraze 29.95/ 15.00 
KlashBall 29.95/ 15.00 
Klax 29.95/ 15.00 
Krion Conquest  29.95/15.00 
Last Ninja 29.95/ 15.00 
Legend of Zelda 19.95/8.00 
Little League Championship 

Baseball 19.95/8.00 
Little Nemo 

the Dream Master 29.95/ 15.00 
Lode Runner 29.95/ 15.00 
Loopz 24.95/ 12.00 
Low G Man 24.95/ 12.00 
Lunar Pool 29.95/ 15.00 
Mafat Conspiracy 24.95/12.00 
Magic of Scheher. 29.95/15.00 
Magician 34.95/20.00 


Major League B’ball 19.95/8.00 
Maniac Mansion  29.95/15.00 
Marble Madness  29.95/ 15.00 


Pipe Dream 24.95/ 12.00 
Police Academy  29.95/15.00 
Power Blade 29.95/ 15.00 
Princess Tomato in the 

Salad Kingdom  24.95/12.00 
Punch Out 19.95/8.00 
Punch Out 

(Mike Tyson) 29.95/ 15.00 
Qix 29.95/ 15.00 
RBI Baseball 24.95/ 12.00 
RBI Baseball 2 29.95/ 15.00 
Rad Racer 2 29.95/ 15.00 

| Rampage 24.95/ 12.00 

Rescue Rangers  34.95/20.00 
Ring King 29.95/ 15.00 
RoadBlasters 29.95/ 15.00 
Robocop 24.95/ 12.00 
Robocop 2 34.95/20.00 
Rocket Ranger 29.95/ 15.00 
Roger Rabbit 29.95/ 15.00 
Romance of the 

Three Kingdoms 34.95/20.00 
Shadow of the Ninja29.95/ 15.00 
Shadowgate 19.95/8.00 
Shingen the Ruler 29.95/15.00 
Side Pocket 34.95/20.00 
Silent Service 24.95/ 12.00 
Silver Surfer 29.95/ 15.00 
Simpsons 34.95/20.00 
Skate or Die 2 24.95/ 12.00 
Ski or Die 29.95/ 15.00 
Snakes Revenge  24.95/12.00 
Solomon's Key 24.95/ 12.00 
Spot 34.95/20.00 
Street Fighter 2010 24.95/12.00 
Super C 29.95/ 15.00 
Super Dodge Ball 29.95/15.00 


Super Mario Bros 2 29.95/15.00 


Super Mario Bros 3 39.95/24.00 
Super Off Road  —29.95/ 15.00 
Super Pitfall 24.95/ 12.00 


Swords & Serpents 24.95/12.00 
Tecmo Baseball § 24.95/12.00 


Dont | 


1 Wait ! 
| Weeks | 


J for payment for your 
cartridges or other 
j cartridges. Send your I 
cartridges to BRE Software 
and we will promptly send 
you cartridges that you've 
ordered or send you a check 
| within 2-3 days of receiving i 
your cartridges. You don't 
have to buy anything to sell j 
back your cartridges, we'll 
send you a check, not just a j 
{ credit slip... use YOUR 
MONEY for anything! 
= = = a 
Tecmo Bowl 34.95/20.00 
Tecmo Wrestling 24.95/12.00 
Teenage Mutant 
Ninja Turtles 24.95/ 12.00 
Teenage Mutant Ninja Turtles 


Used 
TurboGrafx 16 
Cartridges 
Aero Blasters 34.95/ 18.00 
Alien Crush 19.95/10.00 
Battle Royale 34.95/ 18.00 
Blazing Lazers 24.95/ 12.00 
Bloody Wolf 34.95/ 18.00 
Bonk’s Adventure 19.95/10.00 
Bonk’s Revenge  37.95/20.00 
Boxyboy 24.95/ 12.00 
Bravoman 29.95/ 15.00 
Chew Man Fu 29.95/ 15.00 
China Warnor 19.95/ 10.00 
Cratermaze 19.95/ 10.00 
Cyber Core 24.95/ 12.00 
Deep Blue 24.95/ 12.00 
Devil’s Crush 34.95/ 18.00 
Double Dungeons 24.95/12.00 
Dragon Spirit 29.95/ 15.00 
Dragon's Curse  § 34.95/18.00 
Drop Off 24.95/ 12.00 
Dungeon Explorer 24.95/12.00 
Fantasy Zone 24.95/ 12.00 


Fighting Street (CD)24.95/12.00 


Dick Tracy 19.95/8.00 Mario Brothers 24.95/ 12.00 
Dirty Harry 29.95/15.00 Mechanized Attack 24.95/12.00 
Donkey Kong 24.95/12.00 Megaman 29.95/ 15.00 
Donkey Kong3 _—-19.95/8.00 Megaman 2 29.95/ 15.00 
Donkey Kong Clas. 29.95/15.00 Megaman 3 34.95/20.00 
Donkey Kong Jr. 24.95/10.00 Mendel’s Fight Pal. 29.95/15.00 
D.K. Jr. Math 24.95/12.00 Metal Mech 29.95/ 15.00 
Double Dragon 19.95/8.00 Monopoly 39.95/24.00 
Double Dragon Il 24.95/12.00 Ms. Pac Man 34.95/20.00 
Double Dragon Ill 29.95/15.00 M.U.L.E. 29.95/ 15.00 
Dr. Mario 34.95/20.00 NARC 24.95/ 12.00 
Dracula's Curse 24.95/12.00 NASCAR Challenge34.95/20.00 
Dragon Warrior Il 39.95/24.00 NFL. . 24.95/ 12.00 
Dragon Wamor Ill 44.95/30.00 NES Play Action FB 29.95/ 15.00 
Dragon's Lair 24.95/12.00 Nightmare Elm St 24.95/12.00 
Duck Tales 29.95/15.00 Ninja Crusaders 29.95/15.00 
Dungeon Magic  24.95/12.00 Ninja Gaiden 19.95/8.00 
Dynowarz 24.95/12.00 Ninja Gaiden 2 19.95/8.00 
Family Feud 29.95/15.00 MnyjaGaiden3  34.95/20.00 

Fast Break 24.95/12.00 Nobunaga's 
ae Ambition 34.95/20.00 

| For COMPLETE PRICE LIST | Nobunaga's 
and catalog, send your Name, Ambition 2 44 .95/30.00 
Complete Address and $1.00 | North and South — 29.95/15.00 
for Postage & Handling to: Pac Man 34.95/20.00 
Pacmania 34.95/20.00 
BRE Software | palamedes 29.95) 15.00 
| Dept VCT Paperboy 29.95/ 15.00 
P.O. Box 25151 Pictionary 29.95/ 15.00 


| Fresno, CA 93729 


Arcade Game 39.95/24.00 
Tetris (Nintendo) 29.95/15.00 
Thunderbirds 29.95/ 15.00 
Time Lord 24.95/ 12.00 
Times of Lore 34.95/20.00 
Tombs & Treasures 24.95/ 12.00 
Top Gun 2 24.95/ 12.00 
Top Player Tennis 24.95/12.00 
Total Recall 24.95/ 12.00 
Totally Rad 29.95/ 15.00 
Touchdown Fever 29.95/15.00 
Turbo Racing 29.95/ 15.00 
Ultima 19.95/8.00 
Ultima: Quest 

of the Avatar 34.95/20.00 
Ultimate Basketball 34.95/20.00 
Uninvited 34.95/20.00 
Untouchables 29.95/ 15.00 
Vegas Dream 39.95/24.00 
War on Wheels 29.95/ 15.00 
Werewolf 24.95/ 12.00 
Wheel of Fortune  29.95/ 15.00 

Family Edition  29.95/15.0C 

Junior 24.95/12.00 
Whomp ‘em 29 .95/ 15.00 
Willow 24.95/ 12.00 
Wizardry 29.95/ 15.00 
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Final Lap Twin 24.95/12.00 
Final Zone ll (CD) 29.95/15.00 
Galaga ’90 24.95/ 12.00 
/t Came from 

the Desert(CD) 37.95/20.00 
Jack Nicklaus Golf 29.95/15.00 
JJ and Jeff 19.95/ 10.00 
King of Casino 29.95/ 15.00 
Klax 29.95/ 15.00 
Legendary Axe 19.95/ 10.00 
Legendary Axe Il 34.95/18.00 
Lords of the 

Alsing Sun(CD) 37.95/20.00 
Magical Dinosaur 

Tour (CD) 29.95/ 15.00 
Microbox 24 .95/ 12.00 
Military Madness 34.95/18.00 
Monster Lair (CD) 24.95/12.00 
Moto Roader 24.95/ 12.00 
Murder Club (CD) 
Neutopia 29.95/ 15.00 
Ninja Spirit 34.95/ 18.00 
Ordyne 24.95/ 12.00 
Pac Land 24.95/ 12.00 
Power Golf 24.95/ 12.00 
Psychosis 24.95/ 12.00 
R Type 34.95/ 18.00 
Shanghai 34.95/ 18.00 
Sherlock 

Holmes (CD) 34.95/ 18.00 
Side Arms 24.95/ 12.00 
Sinistron 34.95/ 18.00 
Sonic Spike 34.95/ 18.00 
Space Harrier 29.95/ 15.00 
Splatterhouse 29.95/ 15.00 
Super Star Soldier 34.95/18.00 
Super Volleyball  29.95/15.00 
Takin it 

to the Hoop 24 .95/ 12.00 
Tiger Road 34.95/ 18.00 
Timeball 34.95/ 18.00 
Tricky Kick 24.95/12.00 
TV Sports Football 29.95/ 15.00 
Veigues Tactical 

Gladiator 34.95/ 18.00 
Victory Run 19.95/ 10.00 
Vigilante 19.95/10.00 
World Class 

Baseball 24.95/12.00 


World Court Tennis 24.95/ 12.00 
Y's Book 1&2 (CD) 34.95/18.00 


All Used TurboGrafx 16 
cartridges must include plastic 
CD case and instructions. 


688 Attack Sub 44.95/25.00 Might and Magic 44 .95/25.00 
Abram’s Battle Tank 44.95/25.00 Moonwalker 29.95/ 15.00 
Afterbumer I! 34.95/18.00 | MUSHA 37.95/20.00 
Air Buster 34.95/18.00 Mystic Defender 24.95/12.00 
Air Diver 29.95/15.00 NHL Hockey 44.95/25.00 
Alex Kidd 24.95/12.00 Onslaught 37.95/20.00 
Altered Beast 9.95/2.00 Pat Riley Basketball  24.95/12.00 
Arcus Odyssey 44.95/25.00 PGA Tour 44 95/25.00 
Amold Palmer Golf  34.95/18.00 Phantasy Star II 37.95/20.00 
Arrow Flash 34.95/18.00 Phantasy Star Ill 59.95/40.00 
Atomic Robo Kid 29.95/ 15.00 Hint Book 14.95/7.00 
Bat Man 37.95/20.00 —Phelios 29.95/ 15.00 
Battle Squadron 34.95/18.00 Populous 29.95/ 15.00 
Bimini Run 34.95/18.00 Powerball 37.95/20.00 
Blockout 34.95/18.00  Aaiden 37.95/20.00 
Budokan 29.95/15.00 Rambo Ill 24.95/ 12.00 
Burning Force 29.95/15.00 Rastan Saga Il 34.95/ 18.00 
Buster Douglas Revenge of Shinobi 24.95/ 12.00 
Boxing 34.95/18.00 | Aoad Rash 37.95/20.00 
Castle of Illusion 37.95/20.00 Sagaia 34.95/ 18.00 
Centurion 37.95/20.00 Shadow Blaster 29.95/ 15.00 
Columns 29.95/15.00 | Shadow Dancer 34.95/ 18.00 
Crack Down 37.95/20.00 Shove It 24.95/ 12.00 
Crossfire 37.95/20.00 Soccer 24.95/ 12.00 
Cyberball 29.95/15.00 Sonic Hedgehog 37.95/20.00 
Dick Tracy 29.95/15.00 Space Harrier II 24.95/ 12.00 
Dino Land 37.95/20.00 Space Invaders ‘91 29.95/ 15.00 
DJ Boy 29.95/15.00 Spiderman 44.95/25.00 
Dynamite Duke 29.95/15.00 Star Control 44.95/25.00 
E Swat 29.95/15.00 Star Flight 37.95/20.00 
Faery Tale 37.95/20.00 Stormlord 44.95/25.00 
Fantasia 44.95/25.00 Street Smart 37.95/20.00 
Fatal Labyrinth 29.95/15.00 Strider 44 95/25.00 
Final Zone 29.95/15.00 Super Hang On 24.95/ 12.00 
Fire Shark 29.95/15.00 Super Hydlide 29.95/ 15.00 
Flicky 19.95/10.00 Super Monaco GP 29.95/ 15.00 
Forgotten Worlds 24.99/12.00 Super Thunder Blade 24.95/12.00 
Gaiares 44.95/25.00 Super Volleyball 29.95/ 15.00 
Gain Ground 37.95/20.00 Sword of Sodan 37.95/20.00 
Ghostbusters 24.95/12.00 Sword of Vermillion  34.95/18.00 
Ghouls 'N Ghosts 24.95/12.00 Target Earth 24.95/ 12.00 
Golden Axe 29.95/15.00 | Technocop 34.95/ 18.00 
Granada 29.95/15.00 Thunder Force | 19.95/ 10.00 
Hard Drivin’ 34.95/18.00 Thunder Force III 37.95/20.00 
HardBall 44.95/25.00 Tommy Lasorda 
Hellfire 34.95/ 18.00 Baseball 34.95/ 18.00 
Herzog Zwei 29.95/15.00 Trampoline Terror 29.95/ 15.00 
Insector X 29.95/15.00 Truxton 24.95/10.00 
Ishido 29.95/15.00 Twin Cobra 37.95/20.00 
James Pond 29.95/15.00 Ultimate Qix 37.95/20.00 
Joe Montana Football 29.95/15.00 —Valis II 44.95/25.00 
John Madden Football 37.95/20.00 | Wardner 37.95/20.00 
Junction 24.95/12.00 | Wamor of Rome 37.95/20.00 
Ka Ge Ki 37.95/20.00 | Whip Rush 29.95/ 15.00 
Klax 29.95/15.00 Wings of Wor 34.95/ 18.00 
King's Bounty 37.95/20.00 Zany Golf 24.95/ 12.00 
Lakers vs. Celtics 37.95/20.00 Zoom 19.95/ 10.00 
Last Battle 19.95/ 10.00 All Used Genesis cartridges must 
Midnight Resistance 37.95/20.00 include plastic case and instructions. 


We also carry NEW Genesis titles 


Titles in /TAL/CS are newer and may or may not be available, please call 
for availability. All Used Cartridges have a 90 DAY WARRANTY and are 
subject to availability. Although prices are subject to change without 
notice, most prices in this ad will be effective October 1-31, 1991. If we do 
not receive your package by the above date or your game titles are not 
listed in this ad, you will be paid from our current price list. We reserve the 
right to refuse any sale or purchase. Allow 3 weeks for personal checks to 
clear, send money order for faster processing. Due to the nature of game 
Cartridges, we are unable to give refunds . For UPS shipping, add $5.00 
for the first cartridge and $.50 for each additional cartridge. Alaska/ Hawaii 
$10.00 Minimum. California Residents add 6.5% tax. If you are unclear 
about any of our policies, procedures or prices, please call. 


Send your Cartridges to: 


BRE Dept. VG10 


free | 
= 


Software 


352 W. Bedford, Suite 104 
Fresno, CA 93711 


Call our Info Line for our New Order Phone # 
24 Hour Recorded Info Line: (209) 432-2644 


No Credit 
Card Surcharge 


AN ATARI GAMES Company 
675 Sycamore Dr., Milpitas, CA 95035 * 408/473-9400 
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THE BEST JUST GOT BETTER! 
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RBI” BASEBALL 
gave you real players 
and their stats... 

RBI” BASEBALL 2 
gave you pro baseball 
at an even more 
realistic level... 

Now, get ready 
for the best ever: 


RBI" BASEBALL 3! 
You get — 


RBI 3's awesome 
animation, graphics, 
music and sound 
effects plus Instant 
Replay mean you 
wont miss any of 
the action! 


¢ Genesis” fans, don’t 
swing too soon! You've 
seen the rest so wait 
for the best — 


RBI" BASEBALL 3 
premiers on the 
Sega” Genesis” this 
October! 


¢ Available now for 
the Nintendo? 


ORDER YOUR 
RBI S TODAY! 
VISIT YOUR RETAILER 
OR CALL TOLL FREE 
WITH VISA/MC: 


1-$00- 
2-TENGEN 


(1-800-283-6436) 


Tengen’s products for play on the 
Nintendo Entertainment System® 
are designed and manufactured in 
USA by Tengen. They are not 
designed, manufactured, sponsored 
or endorsed by Nintendo® 


RBI: TM Atari Games; licensed to 
Tengen, Inc. ©1991,1990 Tengen, Inc. 
Nintendo and Nintendo Entertainment 
system are trademarks of Nintendo of 
America, Inc. 


ATTER UP has hard-hitting power, ere's PAC-MAN, zipping around the maze 

screaming line drives, impossible diving munching yummy ghosts. If they catch 

catches and sizzling pitches. Whack that him, he's ghostflakes! Chomp down 
fast-ball into the grandstand! Hurl hair-raising power dots and fruit treats for big bonus points. 
curve balls past the batter. Leap to snag mile- Connect two Game Gears for extra ghost-mania. 
high fly balls. You control the lineup, call in Choose different rounds to even up the competi- 
pinch hitters and relief pitchers, even bunt and tion. When you gulp a ghost, it pops up in your 
steal bases. Choose from 14 teams, two stadi- friend's maze. Then he's got double trouble, and 
ums, plus five and nine-inning games. With two you've got the points! 


Game Gears, challenge a friend to create your 
own world series. 
Namco Hometek, Inc. 


3255-1 Scott Blvd. Suite 102 


Santa Clara, CA 95054-3013 
The Game Creator a Clara 


© 1991 Namco Ltd., All Rights Reserved. PAC-MAN, BATTER UP, and The Game Creator are trademarks of Namco Ltd. These games are licensed by Sega Enterprises, Ltd. 
for play on the SEGA GAME GEAR SYSTEM. SEGA™and GAME GEAR™ are trademarks of Sega Enterprises, Ltd. 
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ITLIGED WACHES WILL TAK VER THE WORLD. 


WELLS (1866-1946) 
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CYBERCON Ill (2011-2) 


nee Raat 


Well almost. You have bravely volunteered to 
execufe Operation Nemesis’ - The destruction 
of the merciless Super Defence computer 
gone mad: Cybercon lil. 


Equipped with your enhanced power armour 
salvaged from the wreckage of Cybercon Ill's 
onslaught, you must penetrate the defence 


Ai 


complex protecting Cybercon Ill's brain stem 
and deactivate it. 

Cybercon lll is a game of epic proportions 
and features: 

The ultimate 3D environment - named ‘Real 


World, it contains the fastest, smoothest scrolling 
3D graphics ever seen. 


Battle and puzzle your way through a huge 
complex containing over 400 unique locations. 


Intelligent defenses that react to every move 
you make. 


Sampled sound effects. 


Unique Picture in Picture’ mode. Allows you to 
monitor enemy movements. 


Over 1/3 million lines of code crammed onto 
1 disk!! 
Getting in was the easy part: getting out 
will take everything you've got! 
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Screen shots are only intended to be illustrative of the game play and not the 
screen graphics which vary considerably between different formats in quality 
and appearance and are subject to the computers specifications 


FORMAT AVAILABILITY: Amiga: IBMPC, AT & XT 
100% compatibles 


GRAPHIC SUPPORT: CGA, EGA, Tandy 16, VGA, MCGA 
SONIC SUPPORT: PC Speaker, Ad Lib, Roland 
MEMORY REQ: 512K (640K for 256 color mode) 


I 


Game designed by Ricardo Pinto 


Copyright ©) and(P) 1991, The Assembly Line and US Gold 
All rights reserved. Manufactured and published by U.S Gold Ltd 


U,S.Gold Ltd., 550 South Winchester Boulevard., 
Suite 200, San Jose, CA 95128 &4S.A. Tel: (408) 246 6607 
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